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From the makers OP Grae с aia Touret Trophy, ӨНЕ! ЧА ia 
the most realistic motorcycle simulator ever created, f р 

Featuring over 35 real-life and fantasy Courses customizable 
riding gear, and over 100 licensed sport bikes and арбы 
that truly capture the fluid movement of man and machine. 
So zip Up tħeleathers and open up the throttle. Nothing gets 
you closer ta the action:than Tourist Trophy. 


Н LIVE IN YOUR 
www.touristtraphy-thegame.com PlayStation.e PLAY IN OURS 


this game are trademarks and/or copyrighted materials of their respective owners. All rights reserved. Any depiction or recreation of real world locations, entities, businesses or organizations is not intended to be or imply 
trademark of Sony Computer Entertainment America Inc. 
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for updated rating 
information. 
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In a society where respect and honor hold great Lego Star Wars struck Sam Bradley, Pais Toomy 
importance, there is an even higher regard for these gold with its tongue- The second game in the Account Coordinator 
traits within the one organization most feared by all: the in-cheek look at the trilogy challenged us with Justin Flores Я 
yakuza. Delve into this world on this month's exclusive prequels. Sample it here its deeper combat and Programming м interface artwork by 
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which we pride our 
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Gillan, Gerald Martin, Sean Thomas, Jim Williams 


DISC PROBLEMS? 


Did you buy a copy of our magazine that did not 
contain a demo DVD? Simply send the receipt in an 
envelope marked “OPM Replacement Disc” to OPM 
Disc Producer, Ziff Davis Media, 101 2nd Street, San 
Francisco, CA 94105, with the name and address 

of the store plus your phone number and address 
and we'll send you the disc. Make sure you specify 
which month the corresponding disc belongs to in 
order to ensure you get the right one. If you have a 
E malfunctioning or nonworking demo disc, call EDS 
staton Magazine which at 1-800-627-6458, They will provide instructions 
you ere holding right š to obtain repair or replacement services. Sony 

here in your hands li So much has been said Choose from three dif- Computer Entertainment America (SCEA) war- 
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you to Japan's criminal an alien invader, and kicks serious ass that drop into the slums of mayhem with multiple PlayStation Magazine that the demo disc included 
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exclusive demo. 
ГЕ NET ment, neglect, or breakage during shipment. THIS 
: MONTHI WARRANTV IS IN LIEU OF ALL OTHER WARRANTIES 


PiayStation.c Е PlayStation.2 


the latest and greatest 
demos the gaming world 
has to offer, That's one 
of the benefits of read: 
ing the Official U.S. Play- 


Also, to celebrate the 
иаа АМО МО OTHER REPRESENTATIONS OR CLAIMS OF 
ANV NATURE SHALL BE BINDING ON OR OBLIGATE 
SCEA. ANY IMPLIED WARRANTIES APPLICABLE 
TO THIS SOFTWARE PRODUCT, INCLUDING 
WARRANTIES OF MERCHANTABILITY AND FITNESS 
FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE 
NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN 
NO EVENT WILL SCEA BE LIABLE FOR INCIDENTAL 
OR CONSEQUENTIAL DAMAGES RESULTING FROM 
POSSESSION, USE, OR MALFUNCTION OF THE 
SCEA SOFTWARE PRODUCT. 
Some states do not allow fimitations as to how 
long an implied warranty lasts and/or exclusions or 
limitations of consequential damages, so the above 
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time around. ` ж. 
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а ton, allowing you play involved character cre- look at Kiryu Kazuma, who apply to you. This warranty gives you specific legal 
through three different ation, and a challenging is caught in ап underworld rights, and you may also have other rights that vary 
missions and sample the combat with a deep battle plot involving a mysterious from state to state. 

new multiplayer mode system, this gem of an giri and a missing 100 bil- 

from Sly's latest outing. RPG aims to please. lion yen. 
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DANA ОПЕ EVBICKI 
OONGEWAARD has been working for 
has decided to play OPM and its predeces- 


sor, P.S.X) for an almost 
incomprehensible 10 
years this month. That's 
something on the order of 
12,000 pages of magazine 
to have come across his 
desk. Good thing they 
didn't all come across his 
desk at the same time. 


hooky from work for a 
while, but she's got her 
stand-in all set, so no 
one will even notice that 
she's gone. At least, not 
until all the pages from 
the issue end up rolling 
down the office hallway 
in a huge ball... 


667. 
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NGUYEN NARANINI downloaded the would have been excited ГНАЧЕТТА 


has played so much FFXII 
that it has influenced him 
to start shanking fellow 
staffers. He figures if vou 
can shank people and 
become king, surelv vou 
can shank editors and 
become the new EIC. So 
expect the October issue 
to be Scooterrific! 


about this month's cover 
story, except for the fact 
that Melkor doesn't rec- 
ognize the existence of 
any Final Fantasy game 
beyond FFXI. Perhaps 

if all future FF releases 
were massively multi- 
player online games, he'd 
be more interested. 


LocoRoco demo for 

his PSP and is totally 
addicted. He imagines 
this is how his blood cells 
behave in his body when 
having to get from Point 
A to Point B. Maybe that 
explains why we hear the 
theme song whenever 
we stand near him. 


is sad that he only has 
17 minutes to write this 
bio. If given more time, 
he could probably write 
the next great American 
novel, but nooo00! OK, 
someone's also cranky 
because there aren't any 
Animal Crackers left in 
the vending machine. 


is thrilled about finishing 
this issue so he'll һауе 
time to attend to his child 
and his 1UP blog. He 

has described the joy of 
having a child as similar 
to owning a mech made 
up of 1,000,236 goldfish. 
Also, he has added can- 
nibalism to his 10-40 list. 
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Brian Stryzek 
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OPM's sister mag, Elec- 
tronic Gaming Monthly, 
for years before joining, 
and then leaving, the 
game-design community. Unfinished 
stewy.1UP.com by YouWorkForThi 


his disturbingly extensive 
knowledge of Japan's 
bizarro world of pop 
culture as the writer of 
J-Town. We're a-scared. and crying like a baby 
No, really. when his team loses. 
milkman 1UP.com halofire. JUP.com 


games, but not as much 
as he likes downing a 
dozen Coronas, watch- 
ing World Cup action, 


where they grow their 
game reviewers tall and 
snarky. He also makes 
music in not one, but 
two different bands. Не5 
multifunctional like that. 
robertashley.1UP.com 
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I live in Nebraska, and the only thing more 
irritating than being asked "What country is 
that in?" is the lack of videogame coverage 

in our state. І live in a rural area that doesn't 
have much to offer for nearby entertain- 
ment—"nearby" meaning anything within 
one hour's driving time. So after work, family, 
and outdoor recreation, most of us are multi- 
console homes. But no PlayStation booth at 
the Comstock concert series. It's a big enough 
series that Pepsi bought a waterslide for it. І 
know all the big gaming events are going to 
stay on the East and West Coasts, but it would 
be nice to see a littie something in the middle 
of the country. | have looked for events in the 
area, but being a dad of two, І can't always go 
to Ozzfest in Kansas. If 1 am missing out on 
something, please let me know. 


For the first time in my gaming life, | am асіи- 
ally considering making a change from the Play- 
Station. When the PS2 came out, І was pumped 
to get it: It would play DVDs and my old PS1 
games—so, of course, ! bought it. After the 
fact, | have never played a PS1 game on it, and 
1 may have watched one DVD. In other words, 
the backward compatibility and the DVD player 
do not mean much to me. І will say that playing 
my games in high-def will be good, because l 
have the TV for it. Also, online gaming is very 
important to me. The price of the PS3, though, 
has me thinking of changing to the Xbox 360. 
It's cheaper, it's proven, and it's going to be a lot 
easier to get your hands on one when the PS3 
comes out. І can afford to buy the PS3, but why 
should I? І have been as loyal to the PlaySta- 
tion as anyone, and I’m sure the PS3 will be 

an outstanding system, but so is the 360. | am 
still holding out some hope that Sony will bring 
down the price of the PS3 before its launch, but 
if they don't, this could be the end for Sony—at 
least for me. 
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I bought an Xbox 360 today. Being a 40-year- 
old father of two (ages 8 and 7), 600 bucks 
is a large nut to bust on myself. The way І 
justify the Xbox purchase to myself is that І 
will spend the extra 200 beans І save by get- 
ting the kids the Nintendo Wii. | get a next-gen 
console, and the kids think i'm the greatest 
dad ever. Win-win. І have to admit, І am dis- 
appointed with the PS3 pricing. When the 
PS2 was introduced as a game console/DVD 
player, most people had VCRs, and a PS2 was 
a no-brainer upgrade. In this case, a PS3/Blu- 
ray DVD player is an upgrade that | can wait 
for the prices to drop on [before ! make the] 
purchase. 

In my opinion, Sony lost sight that the Play- 
Station is a game console first. 


Someone on radiOPM (OPM's podcast) talked 
about making up a name for the PS3 control- 
ler. ! have a few ideas. The first is the Free- 
dom controller, since it offers six degrees of 
freedom. The second is a little more normal: 
the Dual Motation (for MOtion and roTATION) 
controller, or simply Dual Movement, since 


the controller is still the current DualShock— 
minus the shock. 


I'm reading everywhere about how the PS3's 
really not that expensive and that people are 
still going to buy it because of what it can do. 
Can someone please send me some of their 
money-tree seeds, because | need to get them 
planted right away. І don't care if it's afford- 
able compared with other Blu-ray disc players 
right now; Sony is asking too much for the 
PS3. Need І remind you it's their new game 
console? And І don't buy anyone's trying to 
pass off this generation of game consoles 
more as multimedia machines, because 
everyone who has a PS2 or an Xbox in their 
home likely already has a PC or Mac in their 
home as well. The main focus with the entire 
machine appears to be that it will play Blu-ray 
discs. That may or may not even be the next 
format that catches on. Does anyone remem- 
ber Betamax videotapes? Digital audio tapes? 
Audio minidiscs? Heck, DVD audio doesn't 
appear to be making any great strides! My 
game console should play videogames, play 
videogames online, and play movies—not 
play movie discs that aren't widely distributed 
yet that may or may not be obsolete by the 
end of the console's life cycle. When the PS2 
came out, it was an easy sell because DVDs 
were already on the shelves and showing VHS 
tapes the way to the door. One could eas- 

ily justify buying one because the price was 
similar to that of previous consoles and it was 
a bargain when one considered that it was а 
DVD player, which were more expensive at the 
time, and a next-generation game console all 
contained in a beautiful black box. | guess, like 
Scooter [OPM editor Thierry Nguyen], І, too, 
will be buying my new PS3 in 2010 (if Sony 
hasn't driven me to get an Xbox 360 by then). 
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Peaple need to stop complaining about how 
much the PS3 is going to cost and just get 
over it. A few people writing letters to a maga- 
zine whining about how much they're going 
to have to spend will not convince Sony to 
lower the price. Half the people writing letters 
to complain say they're not going to buy one. 
Hey, if you don't plan on getting one, then 
what is the point in writing a letter about how 
much it will cost? If you aren’t buying one, 
then it won't cost you anything, so just be 
quiet! | saved for a year just to buy my PSP 
{I'm 14 and don't really have a job), and even 
Kris V after that, | went gameless for three months. 

\ I have been putting money toward the PS3 

| since І got ту PSP, and І ат still nowhere 

L near mv goal. Between buving a PS3 ($600) 


In response to John Scalzi's col- ў 

umn “Sticker Shock” (The Big p 
Picture, OPM #105, July 2006), І 
disagree that the price is too high. | «ае 
Ме aren't just getting а gaming 

system; we're getting a Blu-ray 

player that will also be able to 

browse the Internet, which makes 

it very much like a PC. In terms of 
comparing this to the best gaming 

PC оп the market, І would say the 

PS3 is a bargain. P< 
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AND BEYOND THE PAGES OF 1 


BEHIND THE 


Regarding John Scalzi's “Sticker|, 
Shock” column: First off, | agree 
with him in the sense that he | 
doesn't really арргоме of the PS3 
overall. І don't like the thing 
one bit, and l think that Sony has | 
taken it too far in regard to gam- 
ing. Isn't the primary function of a 
videoGAME console supposed to 
be GAMING?! 

It seems to me that the PS3 
is going to be more of an office 
assistant than any type of game 
console. І am а gamer and noth- 
ing more, and І think that Sony 
had a fantastic idea to appeal to 
more than just gamers, but again, 
| think they overdid it just a tad, 
Six-hundred dollars is not worth 
converting to the new generation, 
no matter what the PS3 can do. 
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l completely agree with John 
Scalzi on the price of the PS3. I’m 
a big fan of games, but I'm only 
going on 14. There's no way І could 
make that amount of money, nor 
is there any way | could convince 
my parents to pay that much for a 
game system. lll admit that even 
though the features available with 
the PS3 will be welcomed with 
open arms, as will the return of the 
DualShock and DualShock 2 for- 
mats for the controller, along with 
the games available just at launch, 
$600 is a price only {affordable} for 
the true addicts who devote their 
money to gaming. There are a 
good number of them, but І doubt 
that there's enough to keep Sony 
out of the red. 

P.S. While people in their late 
teens and 20s may make up the 
majority of the gaming market, 
people under 16 also make up a 
good chunk of the crowd. And 
most of those teens aren't rich — 
from their allowances. 74 


and getting а game ($60-$90), І have to соте 
up with like $550 іп five months. Just thinking 
about all the lawn-mower riding I'll have to do 
to make that money. І could kick somebody 
with a job for complaining. Oh, and if anyone 
wants to donate to my PS3 fund, just e-mail 
me at [Oops, sorry—ran out of room. —Ed.] 


Thanks to the alert readers who noticed that 
bur reviews of Naruto: Ultimate Ninja апа 

X-Men: Тһе Otficial Game (OPM #106, July poutry, по pc 
2006) featured the incorrect screenshots. 
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George, look... 
This isn’t Star Wars. This (6 Тор 
Gun. Are these all the tapes 
you have? 


When asked why the new Star Wars 
DVDS аге rips Prom oid iaserdiscs and 
not beavtiPully restored prints, George 
Lucas claimed to һауе "taped over" 

the original trilogy. 


T used to love 
Б this show. 


Tatk to ме, 
р Tom Selleck in Empire 


Strikes Back? 2 


Give ме 
Empire. 
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FINAL FANTASY 


DETAILS ON FFXII, XIII, AND MORE—AHOY! 


ін DEAL, NO DEAL sz OPM INTERVEN 


Would you buy а PS3, or...? Ted Price loves his independence, 


zo BIG PICTURE ап PS3 GAMES 


Episodic content is the future. Turok and Rainbow Six. 
zz MASKS OFF wi PSZ GAMES 
20 -TOWN | sz 2PG-RIFIC 
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Whatever your thoughts are on 
the PlayStation 3 controller or how Sony introduced it to 
the world, the fact that it uses motion-sensing technology 
is а sign that games and game design may be heading in 
a new direction. But it's not like the technology is brand 
new. Not only has it existed since the 1980s, but the origi- 
nal PlayStation even had a motion sensor control that was 
manufactured by a third party company, and as you can 
see, the idea didn't really stick. So what makes the PlaySta 
tion 3 controller any different? For one, the technology is 
included in the contraller that's packed into the system, so 
everyone's on a level playing field. Developers know that 
they can incorporate a feature that supports the motion sen- 
sor capabilities and that everyone will be able to experience 
it. That's a huge difference and one that will help usher in a 
new era of game control 


canam com | 


Ever wonder what developers think of the new PlayStation 3 
controller? Well, wonder no more! We spoke with several key 
developers currently working with the PlayStation 3 to not only 
get their thoughts on the controller itseif, but also their opin- 
ions as to what sort of an effect that it will have on the industry 
as a whole. 


, President of Clover Studios, currently work- 
ing on the North American version of Okami for the PlayStation 2. 


, Executive Producer at EA Vancouver, 
currently working on Need for Speed: Carbon for the Xbox 360 and 
the PlayStation 3. 


] |, President of Gearbox Software, 
currently working on Brothers In Arms: Hell's Highway for the Xbox 
360 and the PlayStation 3. 


Producer at Konami, currently working on 
Coded Arms: Assault for the PlayStation 3. 


Lead Designer at Midway, currently working 
on bm omo for the Xbox 360 and the PlayStation 3. 
LU 1, Senior Designer at Incognito, currentiv work- 
ing on Warhawk for the PlayStation 3. 


Creative Director at Free Radical, 
currently working on Haze for the PlayStation 3. 


Producer at Sega, currently working 
on Virtua Fighter 5 for the PlayStation 3. 


Producer at Capcom, currently 
working on Devil May Cry 4 for the PlayStation 3. 
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Was L Ipu first reaction 


atsush лаба I'm happy they're using the same design 
as before because it's a controller that both developers and users 
are accustomed to. The motion sensor technology will be a useful 
subfunetion. However, effectively implementing that function in а 
game lies in the hands of the developer. Yet if we obsess too much 
over this technology, it may interfere with the actual game creation. 
Therefore, it's probably best if we use it to enhance the gaming expe- 
rience without [letting] it dominating the entire design. 


LAMU ЕНЕГЕ І was pleasantly surprised; any time you 
have a new way to interface [with] interactive gaming it's big news. It 
means fresh challenges for the dev team and, more importantly, new 
experiences for all us gamers. 


randy mitciFOr Mixed feelings—excited to have new 
interfaces to consider, excited that the things that worked about the 
classic DualShock design are being embraced, but a little sad to 
lose vibration feedback. | understand the trade-offs they were deal- 
ing with, though. 


Does ib force You bo think differenti 
Name design? 


HIFOLILIHI нОбеца= і It doesn't force us to think differ- 
ently about game design, per зе, We have the potential to create 
games using the technology but we don't have to force ourselves to 
come up with one. 


Brian WATOM І think it will change some genres a lot. The 
amount of analog control data you can get out of a standard control- 
ler stick is actually pretty limited—there’s just not that [wide a] range 
of motion. That's why a lot of hardcore gamers in the current genera- 
tion use add-on steering wheels or joysticks. Now that sort of fine 
analog control will be standard straight out of the box. That's going 
to have a big effect on any game where you're pointing or steering. 


reu. AItchForcl Because the overall design of the 
controller [is] fundamentally an iteration of what we've grown to 
know and love, І don't think we're forced to rethink input from the 
ground up for the kinds of games we're used to making. Instead, we 
have a clever option that we can consider to enhance the experience 
in interesting ways. Beyond that, there is opportunity to imagine an 
entirely new kind of game that focuses on the new input. That kind 
of approach is all about thinking differently, but it isn't forces—it's 
a choice for developers who want to try it. | look forward to seeing 
what comes from that kind of thinking. 


ча КЗ езіне Whether this technology will change gaming | 
depends on how we as game developers utilize this feature. And will 
it change gaming? І think that's more up to the consumers if they will | 
accept new types of gameplay using this technology. At least that's 
what | think with existing game genres. 


MEL Га! ГС. | Personally, as a game designer І see the 
new tilt functionality as a great way to add aftertouch to standard 
play mechanics. Stranglehold isn't a flying game like Warhawk, but 
we could still experiment with some neat things that tilting allows us 
to do. For example, in Stranglehold Tequila can do these really neat 
dives onto rolling objects and ride them across areas, all the while 
taking out guys all around him. One of the things we identified early 
on in prototyping this feature was that is was neat to be able to influ- | 
ence the rolling cart's direction slightly, give it English, if you will. 
The tilt sensor in the PS3 pad might be an interesting way of allow- 
ing users to shift their weight in this manner. 


nhat would you change about the 
controller 


poc CIE ESH. | ГЕТ кш I've always been a fan of the 

| DualShoek; yeah, the sensitivity on the sticks isn't perfect but | per- 
sonally find the symmetrical layout a lot more ergonomic than any 
of the competition. Trying to reinvent the wheel when designing a 
new controller is simply asking to confuse the player. It's a bit like 
TV remote controls; why the hell doesn't somebody establish some 
sort of standard for them? Having to examine all the buttons and 
desperately try [to] figure out how to operate every new remote you 
ever come across is just plain annoying (although maybe that's just 
me getting old). Sony established a pretty decent standard with the 
DualShock; І can see why they're not in a rush to alter it too much. 


"85 L eT LJ LEPIETTE | can only speculate at this point, but 

| | suspect we will have to spend a lot of time dealing with the sensitiv- 

| ity of the controls—too sensitive and you won't feel in control, [but] 
if it's not sensitive enough then it won't feel responsive enough. The 

| other challenge will be in sorting out context-sensitive movements. 
It could be like some of the early PDA writing recognition software, 
which was finicky. The key will be to keep it simple in the beginning 
and then see where we can go with things as we begin to think dif- 
ferently about the interaction with our games. 


srandy ПЕСНЕ) Mixed feelings—excited to have 

new interfaces, excited that the things that worked about the classic 
DualShock design are being embraced, but a little sad to lose vibration 
feedback. | understand the trade-offs they were dealing with, though. 


ГЫН SHIMOE It is unfortunate that the PS3 contr 
ler won't have a vibrate function as that's become a standard and 
expected feature with videogame controllers. 


mill this gran сетте anay from Ene 
Nintendo wit since sc manu Seemed 
irtteresteci in its motion sensor 

зрабі 


аг AECHE Іт not sure these things will have 
any effect on one another. Multiplatform developers at this stage 
will be excited about any new toys we can play with, but we really 

| need to understand what kind of audiences are attracted to these 
platforms before we make alignment decisions one way or another. 
However, І think it's really great to have motion-based input technol- 
ogy in more than one platform. Gives developers like Gearbox lots 
of flexibility in making the games we want to make for the audience 
that wants what we're doing. 


NOU SHIMOOE At first glance, there are a lot similari- 
ties [between] the next-gen controllers, but if you take a closer look 
you will realize the technology is actually quite different. Each tech- 
nology or game system has its fan base of gamers. Developers will 

| look at each technology, take into account [its] features, and decide 
what to support based on the games and their needs. 


еген ІЛЕСЕ. ЕІШСЛГІ You mean they might be ‘taking the 
Wii?’ Ahaha. Ahahahaha. No? Well, to be honest with you, there're 

a lot of differences between the systems, not least the performance 
gap between the two. | think most of the people who want to be 
working with the PS3 already are. 
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How Does it Work? 


3ands їп different directior 

Did It Work? 

Oh hell no! Control via the U-Force was spotty at 
best. Plus, not only was the device enormous, but 


assina 


How Does It Work? 
Basically stomp up and down on buttons laid out 
at-style: pac 


Did It Work? 


that required quick movement—like the Track and 
Field series—but it wasn't quite as useful for any- 
thing outside of that. 


How Does It Work? 

the control up and down, sort of like the throttle on 
a motorcycle but not quite. 

Did it Work 

Kind of, but it really wasn't a great idea to begin 


in а racing game. 


How Does It Work? 


steering whee 


Did It Work? 


ideal since it was primarily designed for use in the 
Ridge Racer aames 


How Does It Work? 


perfect peripheral for fishing games. 
Did It Work? 


f games with moderate Succes 
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Check out these other items that аге supposedly worth more 
than $600—this stuff’! both shock and surprise you, unless you're rich—in which case, you can 
just turn the page, Mr. or Ms. Monevbags. 


A Blu-rav plaver опіу does what it savs: 
It plays Blu-ray movies. So for less than the price of Sony's 
own player, you could get a PlayStation 3 that plays Blu-ray 
movies and games. And it can connect to the Internet and 
do other fun stuff. No deal. 


SPANISH нам 
ia) 


Look, a ham! Unfortunately, meat products 
such as this аге only capable of one thing—mavbe two. You 
can either eat this ham or hang it in a window for all to see. 
So, would vou rather have something that's going to attract 
wild beasts instead of the sleek and sexy PlayStation 3, 
which is only known to primarily attract males in the 18-to- 
35 age range? No deal. 


And this is considered the “cheap” accom- 
modation at the Post Ranch Inn, located in Big Sur, CA. We 
admit that having a view of the Pacific Ocean when you 
wake up in the morning is pretty cool, but for one night? 
Screw that. We'll take the PS3 and a copy of Afrika so that 
we can wake up to a polygonal Serengeti every day. Woo! 
Look at those hippos go! No deal. 


% Seriously, if you buy either of these, you 
need to be punched in the face—repeatediv. Why in sweet 
Odin's name would you pay this much for a wallet or a man 
purse when you could spend that money on something 
that's actually useful and won't make you look like a com- 
plete jerk? No deal. 


Hey, you want clean air? Go outside! 
Sure, maybe you'll wake up, walk into a room and say, 
"Wow, now that's some clean air. | can really tell that 
my house is now devoid of airborne germs—filthy, filthy 
germs." You'd rather say, "Wow, Metal Gear Solid 4 looks 
amazingl" wouldn't you? Plus, the cooling fan on the PS3 
will probably be big enough to clean the air in your house 
anyway. No deal. 


AND NEL ATABLE ISLAND 


OK, these are two things we're willing to 
make an exception for if it came down to buying them or a 
PS3. Nothing would make you feel like some kind of supervil- 
lain-in-training quite like a weird transforming-boat thingy 
or your own inflatable island that you could put out in the 
middle of the river. The only thing missing would be some 
kind of diabolical supercomputer—hmmmm.... Deal! 


PLAYSTATION BITS 


Anot h, another round of ата? 
ing PlayStation news. It appears that 
Sony plans to push the PlayStation 3 
as a computer more than we originally. 
thought. Sony Computer Entertainment. 
president Ken Kutaragi said this to the 
Japanese press: "We never said we 
would release a game console. ..it 
clearly а computer.” Hmm.. that's по! 
what Sony CEA president Kaz Hirai 
has said about the system; he's been 
adamant about promoting the PS3 as 

a game console... Elsewhere, Kutaragi 
stated that microtransactions would 
be a key part of the PlayStation 3 and 
Sony's future, since the company won't 
be charging for online plav.... In Tomb: 


Raid-ing news, there's still a remake of 
the original game in the works for the 
Рб? and the PSP, but—like Tomb Raider: 
Legend— Crystal Dynamics will be 
handling it instead of origina! developer 
Core Design... Іп awesome movie news, 
apparently someone wants to make a 
third House of the Dead movie since the 
first two were just so great... And finally, 
word out on the street is that the engi 
powering Rockstar's Table Tennis game 
will serve as the foundation for the next 
Grand Theft Auto game—so anything 
‘that’s bouncy in GTA4 is probably gonna 
look pretty realistic, but it remains to be 

еп if this new engine can handle the 
franchise's massive cities 


OVERHEARD 


“The Japanese 
development 
environment has 
become one where 
original titles are 
very hard to sell. 

It's not simply that 
they've lost the 
ability to create 
worlds. They've 


become companies 
Interested in deal- 
Ing with known 


quantities—going 
with established 
series that thev 
know will sell as 
to trving 


ALL ТНАТ PRESSURE— 

THE PRESSURE ТО FIT IN, L00K PERFECT, GET HIGH, 
TO ВЕ ACCEPTED—IF YOU LET IT PUSH ON YOU TOO 
MUCH, HOW WILL YOU CHANGE? 
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At RR.  — a @) 


is master of the Ziff 

Davis domain and is 

quite knowledgeable 
' about videogames. 


Maybe that has some- 


thing to do with the 
16 years he’s been 
around this stuff. Tell 
him what you think 
about his column at 
opm@aiffdavis.com. 


HOW EPISODIC 
GAMES WILL CHANGE 
THE PLAYSTATION 
EPRPEIIENCE 


The new Grand Theft Auto, we're led to believe, will probably be a 
$60 game that will consequently be supplemented by downloadable 
episodes that you'll have to pay for. The new Alone in the Dark will be 
carved up into episodes and distributed monthly (or whatever timing 
integer they eventually settle on), rather than all at once. Half-Life 2 on 
the PC is already being dished out in three-hour chunks, as is the SiN 
Episodes series. Like it or not, episodic gaming is already here, and it's 
going to become a big part of the way we рау for—and plav—games 
on the PS3. 

For the more cynical, there's the debate as to whether or not this is 
just a whole new way for publishers to try to screw more money out 
of us without putting in any extra effort. Why charge $60 for a game 
on a disc when you can carve it up into five chunks and charge $20 
for each of them? Or there's the more positive argument, one champi- 
oned by Valve founder and managing director Gabe Newell: “Episodic 
development gives us the opportunity to be much more responsive to 
community feedback and industry trends. We can adjust our content 
to deliver maximum entertainment value with each installment." 

Both extremes are perfectly valid, and they'll be touch points, no 
doubt, for discussion throughout this generation. More importantly, 
though, we have to consider that episodic gaming may well be the 
only way that many game developers can survive, and it may be the 
one thing that saves us from cookie-cutter, risk-free, license-based 
"blockbuster" games. 


WHY CHARGE SEO FOR A GAME ON 
A DISC WHEN YOU CAN CABE IT UP 
INTO FINE CHUNKS T? 


Why? Ultimately, it all comes down to cost. Reports vary as to the 
specifics, but we're frequently informed that PS3 games—apples-to- 
apples with similar experiences on the PS2—are likely to cost “around 
$20 million" to put together. With that kind of investment, it's safe to 
assume that 1) the guys putting up the dough want a sure thing (fran- 
chises, licensed properties) and a guaranteed return on their invest- 
ment, 2) once development starts, the clock is ticking and, regardless of 
how tough the project is, the games will have to come in on time, and 
3) manufacturing large numbers of Blu-ray discs is going to be sub- 
stantially more expensive (and risky) than churning out DVDs. Just look 
at what's happening with Xbox 360 games already. The Elder Scrolls 
IV: Oblivion is regularly updated through Xbox Live; a recent patch 
massively overhauled the game, fixing bugs, framerate issues, and a 
number of problems brought up by its playing community. Despite 
being in development for four long years, Oblivion was so big and so 
ambitious that, eventually, Bethesda and 2K Games absolutely had to 
release it for business reasons and deal with the consequences later. 

Episodic gaming could potentially fix this. By releasing experiences 
in shorter, less ambitious chunks, developers and publishers can man- 
age both costs and the quality of the experience in easier, bite-sized 
portions. If it works, the games we download like this should be bug- 
free, just like they used to be in the good old days. On the flip side, we 
may find that experiences we fall in love with may get cut off in their 
prime. If the first few "episodes" aren't doing well, the publisher may 
“cancel” a project, much like a TV network will cancel a failing show 
because of poor ratings. Regardless, this next generation is about so 
much more than just changing your expectations about HD graphics. ! 
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BEAUTIFUL DAY 


Accusations from Venezuela's “el presidente” Hugo Chavez that Mer- 
сепагіеѕ Il is CIA propaganda aside, Resnick, a 39-year-old MBA from 
Malibu, CA who cofounded Pandemic in 1998 with CEO (and two-time 
Olympic sailor) Andrew Goldman (also 39), is quick to note the compa- 
пу history hasn't all been rainbows and lollipops. "We've had product 
failures, and we've had products cancelled where, for a variety of rea- 
sons, we weren't able to bring the concept together or the timing or the 
resources, but we're very careful that we step up and take responsibil- 
ity when that happens and try to learn from that. And hope it doesn't 
happen again, because it's a really painful experience to go through." 

But Pandemic's rise is more fittingly summed up by Goldman: "Itsa 
seríes of fortunate events." 

In the mid-'90s, Resnick and Goldman were full-time employees at 
Activision as directors on Dark Reign and Battlezone, respectively. “The 
impetus for breaking away from Activision came from Andrew, who 
wanted to set up an independent developer with a more, arguably, 
creative culture than what we could have at the time," explains the апі- 
mated Resnick. "He wanted to set up a very focused, developer-centríc 
culture. | was tasked with negotiating the deal." 

Activision went for it. "They actually gave us a wonderful start as ay 
iridependent developer," says Resnick. "Day one, we had funding for 


SAYS INDEPENDENT DEVELOPERS CAN'T THRIVE? 
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Battlezone Il: Combat Commander 
Activision, 1999) 


Dark Reign 2 
Activision, 2000) 


Triple Play Baseball 2002: 
EA Sports, 2002) 7 


Army Men: RTS. 
300, 2002) 


Star Wars: Тһе Clone Wars. 
llank y, 2007 


Full Spectrum Warrior 
THO, 2004) 


Star Wars Battlefront 
LucasArts, 2004) 


Star Wars Battlefront tf 
LucasArts, 2005) 


Mercenaries: Playground of Destruction. 
LucasArts, 2005) 


Josh Resnick (left) and Andrew Goldman 
(right), Pandemic Studios cofounders 


‘> Destroy All Humans! 
(тна, 2005) 


Full Spectrum Warrior Ten Hammers 
тна, 2006) 


the company and our projects; we had two titles that we were working. 
on, [Battlezone if and Dark Reign 2]. We were able to take key people 
Out of the organization, [as weil аз] equipment and technology. With 
Activision's support, we were able to start running on day one, which 
was really nice." 
"Nice"? In a time when most independent developers struggle 
urvival, a better word for this deal might be “extraordinary.” 


'ANDREW WANTED TO SET UP А UERY FOCUSED, 


DEUELCPEIRZ-CENTIZIC CULTURE.” 


“Activision saw it as a way to mitigate some of their own risk finan- 
zially," says Resnick, "and they felt and believed in our thesis that we 
could make better games—and we could do it more affordably—if we 
were outside of the organization." 


AITH Oe WITHOUT YOU 


After Activision's unusual strategic foresight gave birth to Pandemic, 
and a subsequent string of hits, Resnick and Goldman eventually devel- 
oped a business model that allows them to take a game almost to cor 


сот 
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Bletióon without à publishing deal iri place. Currently, Pandemic (including 
а major studio branch of Pandemic in Australia headed by Greg Borrud) 
is keeping their 260 employees busy with six projects, only two of which 
have been announced (Destroy All Humans! 2 and Мегсепагіге:1), and 
пе of which has no publisher yet (Mercenaries If. 

Not that they haven't had help along the way. Elevation Partners, t 

'enture-capital group lead іп part by legendary U2 front man Bono, is 

à major investor. Last year, Elevation brought Pandemic and BioWare 
ogether in a sort of "sister-company" deal. Resnick clears any confu: 

sion: “It was not a merger. [BioWare] maintains their independence; they 
maintain their brands, their facilities, their products. Pandemic has no real 
interest in going into the RPG market, and BioWare has no real interest in 
going into the action market, but we both have respected each other fron 
afar for many years. John Riccitiello, [the managing director of] Eleva- 
ion said, ‘Hey, | think you guys cán be stronger working together.’ It jus 
made sense.” 

And has Bono found what he’s looking for in Pandemic? Turns out, 
he's more involved than you might think. “| walked into Andrew's office 
couple of weeks ago, and he was like, ‘One second, it's Bono!’ He was оп 
the phone with Bono!” Resnick says with considerable giee. 

*Bono сате to our offices during ЕЗ. lt was almost like an 


The Apprentice. Every product team would come in, they'd show hi; 
their product, and then get feedback. Nobody got fired, but it did fee 
like we were in the middle of a reality show," adds Goldman. 

Wait, no rock-star pretensions? “Bono's one of the nicest, most 


approachable guys ever,” says Resnick. “Не just wants to learn 
big game player, and he really loves what we do. He sees it as a бга 
like film or music. He's not making our games.” 


If anything that can undermine Pandemic's happy world, it's the danger 
of the “broken economics” getting in the way of innovation, particu- 
larly with the next generation. “Right now, our average team size is in 
the seventies or eighties, not including external groups we work with, 
mostly on the art side. When you add them in, it gets {to be] a little 
aver 100 people оп а project,” says Resnick. “[With next-gen games] 


we don't have a large enough install base, and the cost of making thes: 
games is absolutely insane. The economics are broken right now.” 

“And if you look at launching product, and you go all the way back to 
artridge games, you were going to have maybe $500,000 or $1 million 
п development, $5 or $6 million in TV advertising, and then а bunch of 
Toney sunk into inventory.” Goldman adds. "All the money and risk was 
on the marketing and the inventory. Now, you look at where the dollars 
are being spent, and development costs are a much higher percentage of 
bringing a product to market,” 

Resnick suggests further shifts in the economics of gaming that may 
ilt the balance in favor of the developers: “BioWare is experimenting 
vith electronic software distribution, and some other companies ar 
experimenting with that as well.” 

But wouldn't this hurt traditional retailers? “Come on—half of the 
store is dedicated to used games now, and we make nothing from that! 
ays Resnick. "Where's the room for my products on the shelves? Look, І 
espect retail’s role іп this whole chain here, but we need to have a direct 
elationship with our consumers. And | think it'll be good for the industry 
werall if we do that. Publishers, developers, everyone. And retailers will 
зе able to get into that market as well—evervone will have a piece of that 
out it's good for everyone if we develop other distribution methods." 


Creative innovation is a corrierstone to the Рапдетіс argument 
The economics are broken if we don't make better, more broadly 
appealing games. How many products at ЕЗ did you see that you really 
hought had mass-market appeal?" Goldman points out. "The industry 
needs innovation. Right now, the industry is starved for a product that's 
going to energize consumers. Nintendo is really the one place where 
you're seeing a real drive on the innovative software." 


Goldman never quite comes out and says it, but it's a sure bet 
Pandemic can count itself among the innovators. Summing up hi 
company's approach to making games may reveai a bit of his own 
fantasy: "One of the recurring themes of our games Is that they allow 
the player to become a legend. It's like, whatever the world is, if you're 
n the great battles of Star Wars, we want you to become a legendary 
figure in that environment. If you're a mercenary, become the greatest 
mercenary and capture the biggest bounties. In Destroy All Humansi, 
it's being the guy who [takes] over the world.” 

And maybe in the Game Developer action game, Pandemic's thé 
company that takes over the world. Their quality-of-life manager 
should get on that right away. 
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NHAT'S IN YOLI2 PSP? 


T 
President, Insomniac Games 


É 
The demo for LocoRoco—this game is 
going to RULE! 


A 
Howl's Moving Castle 


Mastodon (current favorite 
album: Leviathan) 


Lately, I've been checking ош 


www.deathfalt. com 


GAME ENUY 


Will Wright's already tackled city 
planning (SimCity) and sociology (The 
Sims); now he's gunning for evolu- 
tion in next year's Spore, planned for 
release on the PC. You start as a single 
cell and eventually get to the point 
where you're colonizing solar systems 
throughout the galaxv—it's estimated 
that you'll be able to explore approxi: 
mately2 milion planets One of the 
craziest and coolest parts of the game 
is the various editors (creatures, plants, 
buildings, vehicles, planets) that allow 
for an infinite amount of creativity in 


our construction: 

Though all gameplay will ісе 
ocally, your computer connects with 
а central Spore database. Anything 
sreated on апу copy of Spore goes into 
hat database and gets indexed appro- 
priatelv; when your game determines 
you need new content (say, a new type 
of creature ta populate a planet you're 
going to visit), 11 pull down a species 
rom the database to fit within the 
environment—think of it as massively 
single-player. And think of us as mas- 
sively excited for this game's release. 


EHENZEYSEJSs 


Is there a more beloved beast in all of gaming? Our fine feathered friend will 
be featured іп a whole lot of upcoming games, including Final Fantasy XII, Final Fantasy XIII, and 
whatever other expansions come out for Final Fantasy XI, but we thought it'd be a great idea to 
also celebrate the fact that chocobos have appeared in several past releases, including a few in 
which they were the prime focus. There are too many games to list in totalitv here—but this is to 
all the chocobos out there, our primary mode of transportation in Final Fantasy games. Special 
note to Square Enix: Show the overweight storage shed of a chocobo a little more love, please? 
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Share your customized character through Wireless ad hoc battle with up to Z 
wireless infrastructure Ghost mode. players to prove who is the real champion. 
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Updated and enhanced graphics Play mini-games in ad hoc mode or 
^ оп 19 stages af pain. Individually far a change іп the action. 
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Tekken: Dark Resurrection has arrived on the 
PSP™ (PlayStation® Portable) system. Fight with new characters ЫН апа 
Dragunov or other favorites including Jin, Helhachi, and Armor King. 


RATING PENDING 


Visit www.esrb.org 
for updated rating 


information. 
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The Mafia 


Wa wanted to take a moment of your 
time to say that Las Vegas rocks. If 
you haven't had a chance to visit this | 
desert fortress of lights, alcohol, and 
new-and-improved family fun, we 
recommend you do so, posthaste. 
Most of the casinos on the strip are 
incredibly cool, because they're | 
like labyrinths of shiny objects and 
whimsical sounds. Plus, there are 
plenty of things to do inside of them, 
such as eat, drink, gamble, and sleep. 
Everyone loves sleep. 


THE 
СӘСКЕ 
Lordi 


| 0 sweet, merciful gods of 

| rock, thou has blessed us 

| with the arrival of Lordi. 
There wasatimewhen | 
rock was fun and full of 
awesomeness—before all 
this “woe is me” business 
that you see today. Thank- 
fully, those crazy Finns 
have been secretly working 
on a way to revive rock 

1 and bring it back to what 

| its supposed to be—and 
the result is Lordi. Not 

] only does the band wear 
totally awesome costumes 
while they're on stage, but 

| they also have a variety of 

| props—including ax guitars 

| that shoot fire, As for the 

| lyrics, here's a taste: “The 

| Devil is a loser, and he's my 

| 5****.” Rad. 


Q 


David Lee Roth 


| No. No. No. No! We're not telling you to go out and 
get this album. We're telling you to avoid (t with every 

| fiber of your being. It's not so much that the songs 

| on here are bluegrass interpretations of popular Van 

| Halen songs—because that part of it actually doesn't 

| sound too bad. But what does sound bad is none other 

| than Mr. Roth. His voice really isn't meant for this kind 

| of music—so, with that in mind, we have a personal 

| message for him: Dave, buddy, everybody knows that 
Van Halen was at its high point when you were the 
front man, doing your crazy high kicks—but dude, as 
your friend, we're telling you it's time to let go. 


Finally, all of the Apple owners out 
there get a machine that no PC 
owner can make fun of for its lack 

] of software support or games. Why? 
| Because the sleek and sexy Мас- 
| Book Pro, which features Intel pro- 
cessors, can run the latest versions of 
Windows through a nifty little product 
called Восі Camp. Want to plav 

| Obivion or Half-Life 2 on your shiny 
new Mac? Go right ahead and do it 

| The only problem is the price—but 

| this machine is too sleek to pass up. 


THE Ge 


Craig Ferguson 


Normally, we wouldn't promote a book like this (or 

maybe we would—we're crazy like that), but this 

| particular novel was written by none other than Craig 

i Ferguson, the host of The Late Late Show on CBS. If 
you haven't watched it or don't really know who he 
is—well, you should be ashamed of yourself. But, trust | 
| us—he's a pretty hilarious guy, and his Sean Connery 

| impression is spot-on. And it's only made funnier by 
| the fact that Mr. Ferguson is Scottish himself. 


| What's better than a show about crabs? A show about | 

| crab fishing—that's what. To give you a better idea of 

| what this Discovery Channel series is like, picture this: 
Imagine if everyone in a season of the The Real Word 
had his or her own boat. Each of these boats has a 
quota to fill, and instead of squabbling about who used 
the peanut butter last, you get guys who are in a real 
life-and-death struggle on the Bering Sea off the coast | 
of Alaska—an inhospitable place. | 


| ] 
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Play as the notorious Jaek.Sparrow and: 
experience the adventure of a pirate's life 
as you battle the undead, vicious cannibals 
and monstrous ereatures of the deep. 


NEVER TRUST A PIRATE! J: J 
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Fight the undead іп а battle 
for your soul, 


Clash in epic ship-to-ship 
battles via multiplayer. 
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Battle swarms of enemies in your 
quest for the Dead Man's Chest. 


Play The Game. See The Movie. 
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r of times l travel to Japan everv vear makes me wonder 
when I'm going to qualify for honorary citizenship. Every place in 
Japan gives you one of those frequent-buyer cards, like Tower Records. 
And every time you buy something, you get a stamp on your card, 
and when the card is filled up, you get a free CD or something. | hope 
that once my passport is full of stamps from Narita airport that they'll 
let me stay permanently. Tokyo to me is like a big ol' technological 
playground. Some folks don’t like the fast-paced tempo of having thou- 
sands of people swarming around you at all times, but | do. It reminds 
me of New York City, where you can feel the energy of people going to 
and fro, The primary difference is that New York doesn’t have nearly as 
many toys, and the city with the most toys wins. 

Akihabara (aka Electric Town) is where most game-loving new- 
comers flock, since it’s basically like a long-ass Times Square, 
filled with enough neon to power certain third-world nations, and 
electronics shops as far as the eye can see. The first time | went 
to Akihabara, it was like a dream come true. Any game | want, | 
can probably find there—even an ancient Castlevania cartridge for 
some old Japan-only system like the MSX. But once you've been to 
Akihabara—despite the sheer convenience of the place—it gets kind 
of monotonous to go there. When | go to Japan, І usually stay іп 
Shinjuku or Shibuya, where І can find everything | want, whether it's 
games or clothes or music or movies, The reason the shine comes 
off of Akihabara so fast (despite the cool arcades and whatnot) is 
that there’s only so many game shops you can go into before you 


realize you're just seeing the same crap over and over again. Imagine 

if you lived in a town with an EB Games, a GameStop, a Best Buy, a 
Circuit City, a Sears, a Blockbuster, and 12 other shops that all sold vid- 
eogames stacked next to each other on the same street. Would Tomb 
Raider: Legend look any more appealing in the sixth shop you saw it 
in? Probably not. As they say, familiarity breeds contempt, and while it's 
hard to have any contempt for a store that can somehow manage to fill 
six floors (like Yamagiwa Soft) of precious Tokyo real estate with video- 
games, DVDs, CDs, anime, and toy robots, it does become somewhat 
routine after you've seen it for the 40th time. 


Still, as my passport fills—and while | wait for my honorary citi- 
zenship to arrive in the mail—t'll pass the time trying to figure out 
which cool new Japanese cell phone І want to replace my old one 
with. Having a permanent cell in Japan—instead of а rental—makes 
coordinating with my friends much less stressful. Because when 
I'm in Japan, | like to imagine that І live there, and that this day is 
like any other. | eat where the locals eat, and | ride the subway like 
everyone else {cabs will set you back a pretty penny), and while I'm 
there, I’m not usually found in Electric Town. | Jam Ik: 


Опе of the bad things 
about Akihabara is that 
game vendors tend to 
increase the prices 

of those hard-to-find 
games right around 


P Tokyo Game Show 


time, since foreigners 
are usually willing to 
pay ridiculous prices 
for them. Note to 
foreigners Stop being 
stupid and buying this 
stuff, and maybe retail- 
ers won't jack up their 
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IDPM How do you go from working ata startup mediċàl company to 
videogames? 

ITED PRE twas helping out ip.various areas of the company, but 
8$ it continued to grow, 1. decided that medicine really wasn't ту pas- 
sion at all. І was hoping to get into a more-creative industry. I've always 
loved games.and had an opportunity to start something on my own: 


1 What was the starting process for you? 
i Actually, | started out in a pretty idiotic fashion, having no clue 
what it took to make a videogame. | assumed ! could buy or lease à 
devélopment station from 3DO, write a game design document, and 
somehow figure out how to make a game. | was as wrong as one could 
be. | was very fortunate that after a few months of banging my head 
against a wall, ІІ ran] into a guy named Alex Hastings. Alex was just 
about to graduate from Princeton, which is also my alma mater, and he. 
agreed to come out and help create the demo for our first game—Dis- 
ruptor. He and | worked together for about a month to put together a 
prototype for the game, It was very rough, but we made a video of it. 
and started driving up.and down the West Coast, cold-calling publish- 
ers to see if they had any interest in the game. Again, we did this with- 
out any knowledge of how one should sell a videogame to a publisher. 
I think we got the door slammed in our faces just about every single 
time until we ran into a guy named Mark Cerny, who just started 
at Universal Interactive Studios. At this point, І had about $1,000 in 
my bank account. We were renting an office, we had bought some 
computer equipment, and Al was living on my couch, so it was truly 
a garage operation at that point. We knew if we didn't make a deal, 
it would've been a fun, but short-lived, adventure. Mark Cerny actu- 
ally took a chance and signed us up to a three-game deal—which was 
interesting, because neither of us really had any experience designing 
games. | think they [offered the deal] based on the strength of Al's 
technology. He put together a rudimentary engine in a month that was 
pretty incredible. When Mark saw this, | think he was very impressed; 


1 ПРМ Any particular reason you chose the ЗОО? 
At that point, the ЗОО was the only CD-based console. The Play. 
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Spyro the Dragon (1998, PS1) 

Spyro 2: Ripto's Ragel (1999, PS1) 

Spyro: Year of the Dragon (2000, Р51) 
Ratchet & Clank (2002, PS2) 

Ratchet & Clank: Going Commando (2003, PS2) 
Ratchet & Clank: Up Your Arsenal (2004, PS2) 
Ratchet: Deadlocked (2005, Р52) 

Resistance: Fall of Man (2006, PS3) 

Ratchet & Clank (working title) (2007, PS3) 
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Station hadn't come out=or the specs had just come опі- апа we Ze 
started up in the winter of 1993 and ‘94. І remember we wee looking“at 

a development kit for the PlayStation; and it was just too e: ve for 
us. We went with the ЗОО because it was cheap and it had an install 
base at that point. We thought it was going to be the next big thing. 

I OPM What was the pitch for Disruptor? How did you convince Uni- 
versal to take a chance? 

I TP Let me see if | remember this: It was a futuristic first-person 
shooter where you had an inventory of weapons and psionics. The 
psionics were what made it different from other first-person shooters 
out there. They gave you the ability to do things like drain health from 
enemies and use a reservoir of “mental energy” as additional weap- 
ons. At the time, nobody else was doing that, and | think that was the 


THE =00 WAS GOIN 
| TO BE THE МЕТ BIG THING” 


only thing that survived through the final design document. When we 
signed up with Universal, we ripped the game design apart and started 
over again. In fact, we went through a few false starts before we got 
the game going in any real state. 


ГОРМ Back then, there wasn't a lot of discussion about ownership 
over intellectual property when it came to videogames. Were you ever 
conscious of that while making the deal with Universal? 

| TP At that point, we were just looking to get our foot in the door of 
the industry. You have to understand where we were coming from. 
We were two guys who had absolutely zero experience. We didn't 
know how to make a game. We just knew that it was what we wanted 
to do and that we would do pretty much anything. Of course, being 
true garage developers, we didn't know what questions to ask or what 
mines to avoid. Certainly, that was something that came up much later; 
it's something that's much more important to Insomniac now, but we | 
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wanted to get the deal done, get some money, hire some folks, and 
start developing the game. 


IL Л Із there anything you take from that experience that you use 

to this day, not just in terms of game development, but also in dealing 
with publishers? 

Lu Everv deal Insomniac does with a publisher is a deal that has the 
benefit of previous experience. The more experience vou have, the eas- 
ier it is to strike fair deals. At that point, we struck deals for ourselves 
that weren't terribiv fair when it came down to Insomniac's side. lt was 
a tough learning experience, but we survived—and in just surviving, І 
think we were able to build the values that we still use at Insomniac to 
this day. 


I OPM Ів Spyro still a rough subject? 

1 Oh, not at all. When we walked away from Spyro, а lot of the 
team was done with that character. We really needed to move onto 
something else, and Spyro as a character has limitations— mean, he 
doesn't even have handsl We couldn't do much besides come up with 
new breath attacks to make the character more interesting. lt was, in 
some respects, a relief to the team to move on to a clean slate and do 
something that was less restrictive than Spyro. 


Ir Is that how Ratchet and Clank were born? 

І Interestingly, we didn't start Бу doing Ratchet when we moved 
off of Spyro. Typically, at Insomniac, the process for coming up with a 
new franchise is a very collaborative one. We ask everyone for ideas. 
We brainstorm collectively on various things, and when we finished 
with Spyro, we knew wanted to branch out a little bit from the plat- 
forming genre. We had many meetings where we all got together—at 
that point, i think there were 15 of us—and threw ideas out and see 
what stuck out. What we ended up with was a more mature adventure 
idea—it was about a Мауап girl with a staff who would run around 
ancient environments and cast magic. So we went down that path for a 
while, but it simply didn't work. 

At this point, we were working with Sony, and they said, “If you 
guys want to do this, that's great, but we think you're going to have 
trouble with this one." A lot of us debated what to do, and we ended 
up collectively decided that we were walking away from one of our real 
strengths, which is platforming. So we thought, “Let's go back to that 
and see what we can do to take the genre in a different direction.” And 
that’s how Ratchet was born. 

Brian [Hastings], who is another partner of the company, joined us 
right after we got our deal with Universal. He had suggested doing a 
game that featured а little character that travels between planets and 
has cool weapons and gadgets. From that kernel of an idea, everybody 
started pouring in more of their own creativity. Ratchet and Clank both 
evolved from that idea, and it became a real passion of everyone at 
Insomniac to add stuff to the IP. 


ГОРА Ratchet & Clank became a huge hit, but were you ever peering 
over at Universal to see what they were doing with Spyro? 

{ TP It's hard for me to speak for everybody on the team. We were 
very small back then, and we still have some folks from that team here. 
But when we see new versions of Spyro, it doesn't necessarily feel like 
he's still ours. We have a fondness for Spyro, and sometimes it's pain- 
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ful-to see a Spyro game that doesn't live up to whatwe believe a Spyro 
game should be. But it's not within our control, and we've-moved-well 
ibevond it, so we're not really stressed out about it. 


PN Dë-yau think garage d development isi tas viable today-ás it was 
when insomniac got started? 
| ^ Notat all ! think the PSP DS, and mobile phones offer excellant 
opportunities for small groups ople to get together and dive into: 
the industry. It's a great opportunity fo! aple that are young-tó get 
into-the industry without incredibly high risks, Whieh.is what you run 
into with the larger console games. But I ‘think that the oppo 
been growing over the past few years. | think you can look at PC games. 
as well and see the mod community. It's a fantastic place for small 
groups of people to get together and earn names = themselves and 
perhaps strike a deal with a publisher. 


M | That's what happened with Counter-Strike. 

Right. The opportunities are out there for people. They just have to 
look for them. The real challenge is hitting it big. it seems that these days, 
to hit it really big, you need a massively successful PC game, Xbox game, 
PlayStation 2 game, or 360 game. That's where the big hits are, but there 
always games that are coming out that prove everybody wrong. 


ПРМ But don't you think that with the increasing costs of development 

ġin'console, the idea of starting a garage operation is too intimidating? 
Again, consoles have become pretty spread out in terms of what 

you can develop for. There аге the handhelds, and they're cheaper 

to develop for than the Xbox 360 or the PlayStation 3, They are good · 

gateways into developing for more complex and expensive consoles. 


| OPM Do you think the big companies—Sony, Microsoft, Nintendd= 
need to do a better job of promoting that? 

| TP. Developers who are interested in making names for themselves 
will find those opportunities. | don't think console manufacturers have 
to hand Мо them on a silver platter. There are a lot of people in this 
industry with an entrepreneurial bent, and they will take advantage of 
what's available and figure out what their limitations are. It was the 
same thing we did. We started by biting off more than we could chew; 
but then we scaled back. 


^M. Does Insomniac serve as а madel for ківаў an independent 
developer could do or should do? 

? Well, in some ways, yes. І think one thing that we're proud of is 
that we are independent and that we've maintained our independence 
for so long. it's been 12 years now. Even more importantly, we've been 
able to maintain our culture throughout those 12 years. Despite the fact 
that we've grown quite a bit, we haven't changed our culture much at 
all. In fact, one of the things that has been a nice validation of that is- 
that, for the second year in a row, we've been included in [the Great: 
Place to Work Institute's annual list of] the top five best small com- 
panies to work for in America. Especially in what we consider a fairly’ 
challenging time, where we're developing a brand-new product on a 
brand-new console, the culture has remained similar. We're continuing. 
to push collaboration and efficiency. We're listening to everyone here 
and.making sure that everyone in the company has a voice in the way 
the company is run and the way we make our gamen 
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1 0PM You mentioned that people gather around and throw ideas at 
васһ other for the design process. Other companies rely heavily on 
focus testing and things of that nature, usually called the “design-by- 
committee” process. Which is ultimately better for game design? 

(ТР It's important to have a collaborative design process. It doesn't 
have to be design-by-committee, but we don't believe the design 

can be one person's vision. Games are too big, too complex, and too 
important these days to have one person responsible for all of the 
creativity. We ask everybody in the company to come up with ideas for 
whatever it is they're interested in—whether it's enemy behavior, weap- 
ons, or story. It's the design department's responsibility to take all those 
suggestions and basically formulate a game. 

We do have a lot of reviews within Insomniac where people 
throughout the company are playing the game and giving feedback. 
Every Tuesday and Thursday, we have multiplayer tests where we grab 
32 people across the company, sit down at lunch, and play multiplayer 
[Resistance] for an hour. We've also done a few surveys where people 
come to designers with their suggestions or complaints, and the 
designers attack the problems. 

We have a pretty vociferous community of folks who have very 
strong opinions of what should be going on in the game, and it's great 
feedback for designers. And of course, we do have our design meet- 
ings where we grab people from all over the company and go over 
features. That's important, because if a designer has a crazy idea, then 
the game programmer has to say if it will or won't work. The artists 
have to have a say as well so that what the designers are suggesting 
isn't impossible to build. 

What comes out of those meetings is a really good energy where 
everyone is participating in the design—vou end up getting ideas that 
have been fire-tested [and аге] generally a lot better than the original 
suggestion. And we make fewer mistakes that way when it comes 
to implementation. 


1 DPM Is the consumer reaction to games going to change now that 
consoles and games are getting so expensive? 

I TP Even if the price didn't change, consumers would expect more, 
and we've seen that happen in each generation. Whether we're 
developing on [the] PS1 or PS2, in every game we've released, 
people have said they want to see something new. The price doesn't 
matter, because the consumer is never satisfied. That means we 
have to keep the dials up over here in terms of innovation and fea- 
tures for the games. 


ТОРА What does innovation mean to you? 

jiġ Good question. Innovation to us means doing vour best to intro- 
duce fresh new ideas but, at the same time, creating a twist on estab- 
lished ideas. For example, in Resistance: Fall of Man, we have a pretty 
big arsenal of weapons; so do most first-person shooters. Innovation 
is what we do with them and how we create weapon strategy—com- 
ing up with weapon behavior that people haven't experienced before 
in a first-person shooter. So it’s very difficult to create a new genre or 
to innovate to the point where people say, “This game revolutionized 
the genre.” On the other hand, it's much more reasonable and doable 
to innovate in many areas with a game so that experience feels differ- 
ent while remaining in the genre. 

We did that with Ratchet. It was a twist on the platforming genre. 
We didn’t set out to revolutionize it; we set out to take it іп а new 
direction. We felt like we did our job in revitalizing the genre. 

I OPM Since we're seeing powerful machines coming down the pipe, 
what do you think is going to happen to the industry? 

I TP 1 think it's going to begin taking advantage of other methods of 
delivery—such as episodic content and microtransactions—to change 
games. We're already seeing limited episodic content, but I think it's 
going to become a very big thing over the next five or six years. | 
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SNAKE IS LOOKING 
FOR A LITTLE BACKUP 


JOIN THE METAL GEAR SOLID DIGITAL GRAPHIC NOVEL GIVEAWAY CLUB 
FOR A CHANCE TO WIN A S200 GIFT CARD. 


LEARN MORE ABOUT THE LIFE AND TIMES OF SOLID SNAKE IN THE NEW MGS DIGITAL GRAPHIC NOVEL 
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Ф нере CALENDAR 
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THE MONTH AHEAD FOR VOU AND VOUR PLAVSTATION 


The SNES turns 

18, making it older 
than approximately 
50 регби ot the 
OPM readership: 


Ў 


The Japanese 
network NHK (for 
which Domo-kun 
is the mascot) 15 
founded іп 1926 
Kittens averywhere 
ge inte hiding 


1 yòt qualifica 
tion for attending 
this week's Sturgis 
Motorcycle Rally 
is that you played 
Tourist Trophy, 
you're probably: 
doing to ger the 
s*** kicked ou! 


| scream, you 
saram, we all 
scream for National 
Creamsicle Day! 


So dark the con 
of man, indeed 
In 1911, the Mona 
Lisa 15 stolen by 
4 janitor and isn't 
recovered for 
twa years. 


NEW GAMES 


NEW GAMES 


= 


In honor of National 
Underwear Day, 
you should, you 
know, wear some, 


They couldn't take 
his freedom, so 
instead they just 
took William Wal- 
lace's beating heart 
but oí his body 
back іп 1305, 


Giancarlo might 

think Lost sucks, 

but the rest of us 

think birthday giri 

Evangeline Lilly is- 

plenty of reason tn 

give it eternal love h Obi-Wan Kenobi 
Was our only 
hope; but then he 
went and died six 
years ago. Now 
we're screwed. 


Hera in tha U.S 

of A, it's Back to 
School Month. For 
every other country 
in thé world, its 
the month to go on 
holiday. Time to qet 


a passport! 


it's National Dog 
Day. It's alsa 
National Children's 
Day, You know 

Hideo Kojima is what that means? 

43, Mavb: nee һе Cage match! 

and Snake are both 

getting older. they 

can have matching 

mustaches! 


NEIN FLICKS 
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continually coming up with ide 


What kind of game do you get when you throw in 
Mickey Mouse’s business folks, a development team 
with titles like Def Jam Vendetta and SSX on their 
résumé, and an IP with roots firmly planted in both a 
comic book and a company that went bankrupt two 
years ago? Apparently, you get Turok. 

The new Turok isn't a continuation of past Turok 


games, so no need to worry about villain Tobias Bruck- 


ner somehow surviving the end of Turok: Evolution 
and showing up in this new installment. Instead this 
5 one of those trendy reinventions. Josh Holmes, VP 
and studio general manager at Propaganda, explains 
Turok’s genesis: "The core team was initially working, 
on an original third-person action concept for Buena 
Vista when we heard that they were in the process 

of acquiring the Turok license. АН of us were big fans 
of the original [N64] game, and we found ourselves 
about how ta rajn 


vent the Turok franchise. We were inspired bv the 
dea of creating a completelv new Turok that captured 


the spirit of what made the original game зо great. 
Eventually, we pitched BVG with a new Turok concept, 
and they accepted. As a result, we delayed the original 
project and switched over to Turok. In our research 
phase for this game, we played through the previous 
Turok games again and read through the original Son: 
of Stone comic book series.” 

So no more dinosaur hunting in the Lost Land nr 
fighting dinosaurs with guns attached to their heads. 
Instead, you're Joseph Turok, who's chasing some 
bad dude named Roland Cain to a planet filled with, 
as expected, dinosaurs. As previously mentioned, 
since this is a reinvention, that means no more weird: 
enemies—your rnain foes are humans (the ragtag 
group of cronies and soldiers on Cain's side) and 
the dinosaurs native to the planet. During a demo 
session, not only did we see raptors jump out of the 
bushes to tear apart enemy soldiers, but we also saw 
a massive T-Rex chew its way through both the гар- 
tors and the soldiers. 


Holmes elaborates on the use of, well, "regular 

Jurassic Park-style dinosaurs as opposed to ones 
with rocket launchers on their tails or steel plates on 
their heads: "Our goal with this game has been to 
create a highly credible universe with a gritty, realistic. 
feel. For the creatures in the game, we wanted to cre- 
ate terrifying beasts that put the fear of god into the. 
player. We felt this could best be achieved by present- 
ing realistic predatory animals rather than outlandish 
enemy designs. At the same time, gamers can be sure. 
to expect a variety of original creatures, eaċif posing a 
inique challenge to the player." 

Arsenalwise, we've only seen the bow and arrow. 
and the good ol’ machine gun, which demonstrates 
the two approaches in the game: stealth and action. 
As expected, action is often faster and dirtier, while 
stealth requires a bit of patience and finesse; yet even 
just watching the game, you find more satisfaction 
in a face-stab or a silent arrow: impalement than in a 
hall of биел 


BUG PITI 

Well, apparentiv, pits 
full of nasty arachnids 
are the new “in” thing 
for prehistoric-life-filled 
locales. Remember In 
King Kong when Jack 
Black and his gang fell 
into a big pit of bugs? 
Same deal here, looks 
like. Oh, and while 
there wasn't a bug pit 
In the 1933 King Kong, 
there was one in the 
original script. 


RAPPEL PAP 
We're totally not street, 
so this headline is false 
advertising. We won't 
гар about rappelling, but 
we can talk about how 
cool it looks. Especially 
when Team Rainbow 
decides to Kick the win- 
dows іп and—thanks 
to the power of the 
PS3—individual shards 
of glass go flying with 
full physics potential. 
Yee-haw! Yay PS3! 


IZAINBUOIW Ses: JELAS 


You often hear about people getting "killed" in casinos. It's usu- 
ally metaphorical, a dramatic way of conveying the feeling of being 
roughed up by a losing session of gambling. 

Not this time. Rainbow Six: Vegas will insert an all-new Rainbow 
team into the glittering casinos and seedy backstreets of Sin City, and 
the inhabitants of this virtual Vegas—not to mention the city itself—will 
not survive unscathed. The prem! Terrorists have targeted this near- 
future, fictionalized Vegas as a platform from which to gain the atten- 
tion of the world. They've taken hostages, they've planted explosives, 
and they've captured the eye of the me: Team Rainbow is sent in to 
politely ask them to leave. You can guess the rest. 

After the sweeping success of Ubisoft's Ghost Recon Advance Warf- 


ighter on the Xbox 360, we must confess that the idea of a next-gen Rain- 


bow Six is exciting in and of itself. But the developers aren't content to 
merely next-gen-ify the Rainbow Six formula (i.e., just hitting the "higher 
resolution" button on the dev kit): They're looking to refine and reevalu- 
ate the fundamental gameplay of the series, aiming for a game that is, at 
once, both more tactical and more action-packed (see the sidebars for a 
piece-by-piece evaluation of the game's new features). 

Part of that initiative is the startlingly realistic setting. Contrary to 
what we've come to expect from games like GTA: San Andreas or Hit- 


ze cmm a 


man: Blood Money, the casino settings of Rainbow Six are more than 
just skeletal sketches of gambling halls. Instead, these dens of excess 
are jam-packed with very realistic-looking slot machines, blackjack 
tables, and roulette wheels. 

But don't expect to be shooting up the Hard Rock or the Mandalay 
Bay; while the game will include some familiar features like an Eiffel 


NITH UERY ISEBLISTIC SLOT MACHINES... | 


Tower similar to the one outside Paris Las Vegas or a fountain show 
remarkably like the one in front of the Bellagio, Rainbow Sixs fine 
gambling establishments will be, alas, fictional. 

Though Ubisoft is planning for a fall release, it's important to note 
that first, the game has yet to be concept-approved by Sony for the PS3 
(generally a minor technicality); and second, it was not playable at E3 
(though there was both a guided demonstration and a dancing girl ona 
pole}, which is a little more worrisome with regard to a fall release. As 
with any game, though, we'd rather have it be late than be rushed. 


земи 


IMA... 
While the Rainbow Six 


games have looked 
pretty snazzy, they've 
mostly tended to be set 
in pretty drab places. 
But now that we're on 
the PS3, a neon-crazy 
town like Vegas can 
make its glitzy appear- 
ance. You won't get all 
of Vegas, but you can 
still make out the Luxar- 
like pyramid іп the above 
screen. 


ЫЫ ый 
ROLL A SIs 
NEW GEAZ 


Team Rainbow packs some new high-tech 
gadgetry for this outing. First, a fiber-optic 
cable camera similar to Sam Fisher's most 
useful toy lets you peer under closed doors 
to scope out a room without alerting any- 
one inside. 

The other big addition is rappelling gear, 
which allows your characters to descend 
vertical faces—like, say, the towers of hotel- 
casinos. ІГ you spot anything of interest 
inside, you can break through windows for 
a dramatic entry; you can even position 
your character upside down in order to free 
both hands for efficient firearm use. 


NEW SKILLS 
Ubisoft is touting Rainbow Six: Vegas's 
advanced teammate Al as "next-genera- 
tion technology,” but more interesting is a 
clever new method of directing your fellow 
Rainbow members. You can now use your 
targeting reticule—even through the stealth 
snake-cam—to prioritize targets before 
entering a room. For example, if you face a 
room with three terrorists, but only two of 
them hold hostages at gunpoint, you can 
designate those two as primary targets. The 
result is that once you give the command to 
enter the room, you can dispatch all signifi- 
cant threats in mere seconds. 


‘NEW MOSES - 


In an effort to make it easier to instantly 
recognize your different teammates, the 
designers are putting quite an emphasis on 
realistic animation this time out. It's such 

a priority, in fact, that they've hired Hol- 
lywood talent to help instill each character 
with distinct and different movement styles. 
Animator Aaron Gilman, who's worked on 
such films as The Matrix Revolutions, Hell- 
boy, and Constantine, was brought in for 
just this purpose, 


YAKUZA 


BOEBD ТЕРЕН |! BANGESTA 


r 


Most of us live regular lives: 


When you're a yakuza, you learn to keep your friends close, your 
enemies closer, and your fists closest of all so you can beat the crap 
out of people. 


Our first recommendation is that you go through the training to learn 
the fighting mechanics. The various lessons will teach you the combos 
necessary to do things like give uppercuts, flip people over your head, 
and slam them up against walls. This will also give you the life skills 
necessary to survive in the messy yakuza world. Go on—it's fun! 


Г 


After you learn how to move, you'll be able to throw down with the 
big guys. See how long you can last against wave after wave of other 
yakuza blokes, random street thugs, and a bunch of other people of ill 
repute. Don't forget that you can pick up objects and dropped weapons 
from the ground and use them to bash іп people's heads. 


= setup: Kazuma is part of the Dojima crime family and hangs | KEEP | FRIENDS Еа, ENEMIES 
around with his childhood friend Nishiki and their gal pal Yumi. Trouble | [| OSE, AND FISTS CLOSEST OF ALL. 


gets stirred up when a captain from a rival gang (the Tojo clan) is mur- & = 
dered, 10 billion yen go missing, and Yumi is suddenly nowhere to be 
found. Kazuma must clear his own name, find Yumi, and figure out if 
his oldest friend is double-crossing him. After watching the intro, see 
how far you can get in the story. 


P TIM 


It's important to relax in order to counter the effects of a high-stress 
job, and the world of Yakuza offers you many alternatives. 


L 

Visit the batting cages; five different levels are available, ranging from 
beginner to major league. Use the D-pad to adjust vour position on the 
mat, then press X to swing. Increased difficulty levels mean that you'll 
be getting more complex pitches at increased and varied speeds, and 
if vou hit 10 or more home runs out of 20 pitches, vou win a prizel 
(We'll give you а hint about one of the prizes: It rhymes with “famine 
dice hole, ') 


We'd been hoping 


Stop by the casino and try your luck. You have the option of playing 
blackjack, baccarat, or roulette—and if you don't know the rules, you 
can ask at the front for instructions. Afterward, buy yourself a little 

prize with your winnings—we opted for the decorative plate. Fancy! 


Choose between the lovely Aya or sultry Erina, then see how fast you Shimano, а yakuza boss 
can blow through your 300,000-yen bankroll as you decide whether to 

woo them with champagne or beer, fresh fruit or fish jerky, roses or meat 
buns. After you've plied them with food, drink and presents, try to sweet- 


talk them into more than just conversation. ! 


Nishiki, Kazume's childhood friend 


Yami, Кагута 5 girlfriend 


sina, owner of the Serena hostess bar 


Maiima, a crazy yakuza boss 
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LUCAS Bl UES | = (8 NOT ТЕГ e GOOD PEASE 


ALGUST 


Lego Star Wars was one of the biggest sur- 
prises of 2005, and not just because it was 
a damn fine game when no one—not even 
George Lucas—thought it could or needed to 
be. Who could blame Lucas for letting Eidos 
publish the game? After all, it was a Lego 
title—meaning strictly for kids—and it was 
developed by Traveller's Tales (Chronicles of 
Narnia), a developer not normally associated 
with critical acclaim. Despite the Episode Il tie- 
in, Lego Star Wars was destined to be nothing 
more than another licensed product. 

But surprise us the game did, with its 
tongue-in-cheek, action-packed send-up of 
Episodes І, ІІ, and IIl (Scooter gave it a 4/51). 
And a kids’ game? Nope—turns out, according 
to LucasArts, half the people who bought the 
game were over 18. 

Thus, the happy twist for Lego Star Wars Il: 
The Original Trilogy is that it's now one of the 
more anticipated games of 2006, especially 
since it’s being timed to ship with the DVD — 
release of the original (and unchanged— If vou want a similar but different and portable experi: 
finally!) trilogy. This time, LucasArts is the ence, the PSP version adds the following: co-op play 
publisher—and, given that LSWII is their con- and character exchange via ad-hoc Wi-Fi, Challenge 
sole game this fall, the company appears to be Mode to unlock 18 additional characters, and the last 
treating it like, well, a real game. Lego Stars levels of each episode from the previous game, 
Wars It's focus is appropriately on the original jj tit ———————— 


LUCASARTS APPEARS то BE TREATING] 
| THS LIKE, WELL, A BEAL GAME. 


Episodes IV, V, and Vi (aka the good ones) pe я E. "is 


and we follow our Empire-toppling heroes < 
from the first Leia/Vader encounter in А New 

Hope through the ewok “yub nub” festivities 

in Return of the Jedi. While the cheeky humor 

and basic gameplay (level-based, four-mem- 

ber team action where you switch characters 

on the fly) remain intact, LucasArts is upping 

the features ante in some significant ways. 

To begin with, you can now build and 
ride vehicles. These pretty much run the 
gamut—landspeeders, AT-STs, speeder bikes, 
and, of course, X-wings—and several missions 
require vehicles (the Death Star run, duh!), 

These are free-roaming affairs—unlike the on- 

rails missions of the first game—and, in Free Sure, there's been stead 
Play, you can switch out ships (a Y-wing for an ү! t ok 
X-wing, апуопе?). Lego дг J 

All of your Star Wars favorites are avail- of PlayStation tit 
able—Leia, Luke, Obi-Wan, Han...you get the bioċ and v 
picture—for up to 50 playable characters. But 
there's also an extensive create-a-character 
mode in which you can mix and match to your 
heart's content (Chewy's head on Leia's slave- 
outfit body, maybe?) and play your creation 
in Free Play. And if you load a saved game 
from the first Lego Star Wars, you can unlock 
another 54 characters for a total of—wait for 
it—104 playables. As Obi-Wan would say, 
"That's no moon." 

Loads of fun hidden levels (the jacuzzi- 
based one's hilarious), new character attacks, 
two-player co-op, adaptive difficulty for 
greater challenge, and the ability for any non- 
droid character to build (it's not just for those 
strong in the Force anymore) round out this 
surprise sequel. ! 


£GO RACE RACERS 
PSI 1998 Peau 
ОРМ score: Not rate: JPM score: 


LEGO ST , Xt 

PS1 2000 TUNTS 

ОРМ score: Not rate: PSZ 2002 
JPM score: 3.5/5 

LEGO ROCK R 

PSI аю EGO SOCCER M. 

OPM score; 1/5 ISL 2002 
JPM score: 3,5/5 

D ISLAND 

THE BRICKS 

REVENGE 

PS) 2001 

OPM score: 2.5/5 


FINAL FONT 


THE GRANDEST AND MOST FINAL PSZ FANTASY _ 
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FFXII writer Daisuke 
Watanabe describes 
the FF series as “ап 
airship soaring through — 
the skies. | think it's the 

7 symbol of FF, some- 

thing that searches 
beyond the horizons for 

a new world, not fear- 
ing change and con- 
tinuously evolving.“ 


titles start with 
some snazzy action, none so far have begun 
the game by murdering the player outright 
(for dramatic purposes, we're ignoring the 
two soldiers who get ended in the beginning 
of FFVi—they deserved it, anyhow). 

After watching the heavily political and 
grim introduction to Final Fantasy XII, you 
are thrust into the role of a young soldier 
named Reks. As you learn about ҒҒХ//5 rad- 
ical new battle system (see page 50) from 
your commanding officer, General Basch, 
you find yourself separated from the rest of 
the squad. You then guide Reks into a room 
where not only do you see the dead body 
of the king you were tasked with protecting, 
but you also see your own commander, 
Basch, stab Reks in the stomach. That's 
when you quickly appreciate the unique 
vision behind FFXII. 

FFXII producer Akitoshi Kawazu explains 
the grim prologue: "This is the coming-of- 
age title for FFXII, the time when the series 
grows up and examines mature themes 
usually reserved for novels and major 
motion pictures. Death and sacrifice, two 
very prevalent themes of FFXII, are com- 
monalities of war. We felt the need to con- 
vey this by bringing it to the forefront from 
the start," To that, we say: "Yikes." 

Yet as you play the game, which starts 
off with a common street thief trying to 
awkwardly and immaturely rebel against 
"The Man," you soon start feeling the 
grandiose scale of the story. It's not just 
about saving the world or the princess, it's 
about the fall of empires, the maneuvers 
of politicians, the betrayals of patriots, and 
the bloodshed that war brings. Kawazu 
comments, "FFT's development staff is 
renowned for their complex stories, and to 
rob FFXII of their vision would be to rob the 
game of their creative genius. We set out to 
create a game that fell in with the likes of 
Final Fantasy Tactics Advance and Vagrant 
Story." We asked scenario writer Daisuke 
Watanabe about the challenge of writing 
a complex, politically driven story, and he 
answered, "We think FF fans are the hard- 
est judges to please of all gamers, but we 
believe that they want an interesting story 
rather than a simple story." 

However, even with the grand changes 
in gameplay and story line, this is still very 
much a Final Fantasy game. The team has 
created not just a great adventure to end 
the franchise's life on the PS2, but what 
may be considered a love letter to the 
series. As you'll see in the next pages, the 
game is filled with sly references and jokes 
that allude all the way back to the original 
Final Fantasy. This is an FF title that is 
made for the series’ most die-hard fans... 
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COMBAT ЕМПІМЕГ 


мі“ COMBAT TAK 
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the directors of the Final Fantasv 
franchise have added their own spins to the 
Active-Time Battle (ATB) system. For FFXII, we 
wanted to create something revolutionarv that 
would accuratelv depict the scope and size of 
the world of Ivalice. We put battle designer 
Kazutoyo Maehiro up to the task, and he cre- 


ated the Active-Dimension Battle (ADB) system. 


“А radical departure from ATB, ADB is a 
true synergy of exploration and combat. One 
of the problems with many RPGs is that the 
combat system takes players out of the game 
world, wasting precious opportunities to 
completely immerse them in the universe. By 


ON AN 


placing both combat and exploration on the 
same plane, we are giving players a consistent 
system that keeps them besieged in the game 
world. And since the action is [continuous], we 
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"WE WANTED TO CREATE 
SOMETHING 2EUOLLITIONARY.” 


needed to give players а tool that would allow 
them to exhibit full control of their characters; 
this is where the Gambit system comes into 
play. When you're playing a console RPG, you 
consistently have to micromanage two or three 
other characters. With the Gambit system, 


This G indinates The status of a 
character's Gambit: Lit up means the 
gambits are active and your charac- 
ter acts on their own; unlit means that 
you need to remember to manually 
control this character in combat. 


= 


This blue line connects your party 
character to the current attack target. 
a 


= 


This wolf would've had a red line indi- 
cating his target, but he got hit first. 


= 


This green line travels from one char- 
acter to whichever other character 
they're targeting for the purpose of 
casting a beneficial spell or using 

an item. 


` 


The Wait-Time Gauge is a timer of 
sorts; after inputting a command, you 
have to wait for it to fill up (it's instant 
when you're using an item, a decent 
speed when attacking, and slow 
when casting a powerful spell). When 
it fills up, that character executes 
whatever command they were given 
{whether determined by Gambit set- 
tings or manually). 


| 
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Maybe you played the 
FFXII demo bundled 
with Dragon Quest VIII 
and felt underwhelmed. 
Well, if it didn't make 
you want to play the 
game, here's what 
Kawazu has to say 
to you; “We'd like to 
tell [gamers] to keep 
8n open mind and to 
understand that the 
game has always been 
a work in progress. 
Through the years, 
we have consistently 
added elements to 
improve the overall 
game, and we're really 
‚ proud of what we've 
accomplished.” 


PS рата ссе 


26172947 me 5. 
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LICENSE TO WIELD 


is perhaps the most 
intimidating, yet flexible, class/level- 
< ing/skill system in a Final Fantasy title 
to date. As you kill monsters, you gain 
+. license points; you spend these points to 
unfock squares on the board. Not only 
can the character then use the speils/ 
weapons/items/skills that were writter 
we've created a system that lets players cus- and portrayed [magic] with gorgeous visual on the square, but the adjacent squares 
tomize each character to the level where the effects. By making the battle seamless, we open up for more spending. 
characters would react and behave exactly as thought that it wouldn't be user-friendly if we 'Kawazu describes the concept of the 
the players want, without having to microman- took the camera control from the player as license board; “The license board con 
age each of their actions.” frequently, and there were also some issues tinues our vision of letting the adventure 
with the PS2 memory, so we had to inevitably '-unfold as the player imagines it. In other 
give up some of those aspects. That's why games, characters are placed into clearly 
We noticed that Mist Quickenings (the new we made the ‘flashy’ Mist Quickening attacks. defined roles and offered little in the way 
Limit Breaks, where you execute a powerful ` of customization, With the license board, 
special attack that looks flashy as heck) can players choose how they want their 


be chained together. While one character | MIST DLICKENINBES CAN BE - characters to evolve. Throughout our 
performs a Quickening, if you have enough | development, we came to notice that our 
power left on your mist gauge, you can press | CHAINED TOGETHER. characters didn't fall into the typical RPG 
a button corresponding to another party stereotypes. Ashe, who at first glance 
member to have them perform a quickening But one of our concepts of this game was to looks а little frail, exudes the strength: 
right afterward. Chain a few іп a row and you make a game, and we thought that it would be and spirit of Dalmasca. With this in mind, 
can perform an ultrapowerful one. When we boring to just watch the effects, so we added . we didn't want to typecast our charác 
asked, "Why can you chain attacks now?" a game aspect to this portion as well. We ters, so we made them infinitely custom 
Maehiro answered: "The previous FFs have believe that, through this, we were able to cor- : izable, with character development rest 
utilized the Japanese Kabuki-like camerawork ^ respond to various styles of gameplay." па fin the hands] of the players. 


HERE COMES 
VAS eee 


Іп Final Fantasy Tactics, these magistrates 
were like referees for your battles. But 
they have a different role for Final Fantasy 
Xil—in fact, judges are such an impor- 
tant part of the story that one of them 

is even incorporated into game's logo. 
Kawazu describes FFXII's panel of arbiters 
thusly: "The judges are the personifica- 
tion of the Archadian Empire: Strong, 
imposing, and revered. When the judges 
make an appearance, they're meant to 
evoke feelings of awe and admiration. 
We wouldn't call them “knights of ter- 

ror, though. They're a strong force to be 
reckoned with, but underneath they аге 
human beings with feelings and emo- 
tions. As you play the game, you'll learn 
more about the judges and explore their 
humanity." Watanabe interjects: "The 
judges are tied down by the responsibili- 
ties that come with power, and are the 
symbol that then makes ‘freedom’ (the 
story's theme) stand out even more. 
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MASTER 
GABRANTH 
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of the 
judges, hence the word 
“Master” in his title. 
He's also the most con, 
flicted of the five—he 
completelv supports 
the Archadian Empire 
and its ways, but he 
doesn't always believe 
іп the actions that the 
Emperor asks of him 
He also has a surpris: 
ing link to one of the 
main characters, 


е. 
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with absolute loyəlty to 
the Archadian Empire. 
His lovaltv tends to 
meke him one of the 
more ruthless judges, 
as he'll do anything 
lor the Empire with 
out question. Which 
makes him the biggest 
yes-man among all 
the judges. He also 
schemes...a lot (much 
like Judge Ghis). 


2 
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BERGAN 


all the judges'in regard 
to the Empire's laws 
and ways of dictator- 
ship over thua pagple 

of Archadia. He works 
бігетліу undor Lort 
Vayne and strongly 
believes that people 
must be governed under 
military control/dictator- 
ship (the FFXIIteam 
internally nicknamed 
him the “Mini-Hitler”) 


4, 
LOGE 


GHIS 


principally tasked with 
the prntectinn nf Prince 
Larsa. He's also the 
most arrogant of the 
five judges; he thinks 
he has more control 
and rule than he actu- 
ally does. As expected, 
he's also very militant; 
he's the first judge the 
main characters run 
mio; And man alive 
he's a difficult battle. 


2 
HUGE 


DACE 


Whw bur primary 
responsibility is guard- 
ing Prince Larsa, she's 
also taken on the role 
of Larsa's personal 
tutor and advisor. While 
she's a patriot like the 
rest of the judges—and 
generally supports 
Archadia—she doesn't 
necessarily agree with 
ali the actions that the 
Empire undertakes. 


AUGUST 


IT’S vLILI2 PARTY 
AND YOU CAN DO 
WHAT YOU MANT TO 


to note about FFXIIS 

protagonists is that there's no one main 
character. Everyone has an in-depth, 
Personal story and unique viewpoint on 
the whole war, and you can switch char- 
acters around for story's sake. We asked 
Kawazu why the dev team decided to 
have a large and flexible ensemble cast 
instead of a single “star” like in previous 
FFs, and he had this to say: “Customiza- 
tion is one of the key elements of FFXII, 
and this carries over to the story line as 
well.” Here's a quick rundown of the six 
main people in your party: 
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LY USAN 


The metrosexual that gamers love to hate, He's a 
streetwise thief living it up in Rabanastre, and it's his 
attempt to break into Consul Vayne’s castle (in order 

to steal Archadian treasure and give it back to the 
Dalmascan people, Robin Hood-style) that results in his 
joining the Resistance movement. 


ASHE -w -> 


She's the daughter of Dalmasca's late ruler, King 
Ватіпаз, and the widow of Prince Rasler, who gets an 
arrow to the neck during the Battle of Nalbina shown 
in the intro. She hates the Archadians for taking over 
her land—and particularly hates Basch for his role in 
her father's death. To this end, she leads the Resistance 
movement against the Archadian occupation. She also 
turns out to be very important for the political machina- 
tions of certain enemy characters. 


BALTHIER 


A sky pirate who sails around and has all sorts of sky 
piratey adventures. He prefers to stay out of the politics 
of the whole Archadian/Dalmascan conflict. He has 

a couple of big secrets from his past (let's just say his 
résumé has another entry besides "sky pirate"), and 
he's one of the most popular characters for both gam- 
ers and the development staff. 


We could probably spend a whole lot of pages detailing: 
the stories of all the other characters, but that would 
spoil things—so instead, here's a quick look at some of 
іле other players in FFXJI's story: 


E. 


Hey, when there's a Final Fantasy, there's gotta be a dude 
named Cid. Our favorite Cid is the crazy bearded mechanic 
from FFIV. This Cid isn't as gentle, as he's a nefarious 
scientist who's researching Nethicite (this weird element 
imbued with magical power) for the Empire. Like Judge 
Master Gabranth, Cid has an interesting link to апе of the 
main party characters, 


He starts off as the new consul for the formeriv-Dalmas- 
can-now-Archadian city of Rabanastre, and talks about 
how he wants to foster peace and goodwill between the 
conquered Dalmascans and the new Archadian author- 
ity. Yet, later on, you learn that he's not only the new 
mayor in town, but he's the son of the current Archadian 
emperor—hence, he's the next head honcho should his 
father undergo some "unfortunate accident." Hmm.... 
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Vayne's younger brother, and the logical next emperor 
should both Vayne and their father, Emperor Gramis, be 
killed. Of all the Archadians, Larsa is perhaps the most 
sympathetic to the plight of the Dalmascan people. 


FIZAN 
Balthiers companion and a naturai at wielding weap- 
ons [i.e., she's got a lot of weapon squares unlocked on 
her license board) Think of her as the Chewbacca to 
Balthier's Han Solo. 


BASCH 

A Dalmascan general (he was in charge of protect- 
ing Prince Rasler right before Rasler got ended) now 
considered a traitor to both the Archadians and the 
Dalmascans due to his being caught in a room with 
a verv dead King Raminas. He also shanks Reks dur- 
ing that same regicidal incident. Being a gruff older 
soldier makes him one of the more popular characters 
in the game. 


PENELO 
Vaan's childhood friend who tags along for the adven- 


ture. Like Fran is initially weapon-focused in her license 
board, Penelo is magic-heavy with her license board. 
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Soldier in Basch's squad. Also the older brother of Vaan, 
he serves as the main tutorial device for FFX/ before being 
brutally shanked by Basch. 
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A fellow soldier in Basch's squad. In the prologue, he, 
Basch, and Reks work their way through the royal Dalmas- 
can castle (when it gets attacked by the Archadian army} 
to try to rescue King Raminas. He disappears after the 
prologue, only to show up as part of the Resistance move- 
ment. Oftentimes he's a guest character in your party. 
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SERIOUS SUMMONING 


THE FF VERSION OF ^| CHOOSE VOU, PIKACHU! 


| ALE?SANDEI2 


This giant, evil-taoking airship is actually named) 
after а gigantic castle that drops down on bac 
dudes and dispenses holy damage. He was first 
spotted in. Final Fantasy VI and went 3D for his 
‘appearances in FFVI/ and FFVIII. Хой сап still spot 
him in FFIX (he was part of Alexandria Castle), bu 
һе wasn'tsummonable and hasn't been present іг 
"а game since. 


ATOMOS 


This squat іші airship is named after a baddie 
that showed up in the GBA remake ої tha first Final 
Fantasy. He was also aibad dude in FFV, but you 
weren't able to summon him until PFIX, which was 
also the last time he appeared in an FF release 

His main attack uses gravity/wormholes, so that 
might provide people with a clue as to this airship's 
attack capabilites... 


In Final Fantasy Tactics, the lucavi were demons who wanted 
to resurrect their leader, Altima. Part of their plot was to help 
the Church manipulate the Lion War, as the bloodshed would 
help іп Altima's resurrection. Many of these lucavi are in 1 CARBUNCLE " 
FFXII...as summons (or “espers” in the game). Espers replace This miohty-lookino airship with the shining gem on: 
two of your active party members and are fully controllable by Ag ‘one end is named after a furry critter with а ruby or 
the player in battle; also, note that when one character learns > jts head. Yes, the same little Carbuncle that comes 
to summon an esper, only he or she can summon it (in other : stand casts Reflect on your party starting in FFV 
words, Vaan and Ashe cannot both learn to summon Belias). A c. athen И, Vill, IX, and even ХІ, He even runs around in 
Some of these espers are not опіу lucavi from FFT, but bosses E *ooth Final Fantasy Tactics games. And now he goes; 
or creatures from previous FF titles. Maehiro explains: "We -- P “from being a cute litte...thing with a ruby on its head! 
used the lucavi from FFT as espers, but we also needed to "to a big.honking airship. 
create some that didn't show up in FFT. We could have used 

famous characters like Golbez [one of the key villains in РЕЛ, 

but each player has strong feelings for each character. We 

didn't want people's feelings toward the characters to change, n 

so we used characters that fans remembered as the symbol 4 This bad boy made his first appearance in the 
of evil: the last bosses from the previous ҒҒв. You can bring T release of ЕЕ!!! and has been presentin every 
around the espers during battle, so FF fans may be able to с single Final Fantasy game since. And by “every, 
experience the sensation of dominating and controlling these š ¿ we mean even the two Tactics games. We particu- 
strong bosses. Additionally, as for why there are more mon- й Jariv like the straightforward, charqe-forward-with- 
sters that are influenced from pre-FFV, that is simply because І fire-sprites version that was used in FFIV. We think 
like the older FFs.” a it's pretty cool that this airship looks like а giant 
fire-breathing whale. 


FINAL FANTASY іі 


Of the many teams within Square Enix, which опе was tasked with сге- 
ating the first next-gen Ғіла/ Fantasy? Why, the same folks who made 
the previous “new Final Fantasy title for the next generation of PlavSta- 
tion”! Namely, the team behind Final Fantasy X for the PS2. 


Producer Yoshinori Kitase outlines FFXIIf s basic concept as the “formal 
evolution of Final Fantasy. [In] FFX, we tried to conclude and wrap 
up the traditional RPG. In this game, we'd like to show the next form 


of RPGs. To be more specific, in the traditional RPG, the game flow 

is pretty much the same: You go into a town, talk to people, go out 

of town, and enter battles. We want to start looking at that flow and 
revolutionize it in a way that it may surprise people to learn that this is 
а Final Fantasy game, I'm thinking it will be an extraordinary new form 
in RPGs." 


Hoo <—Ç[ 


Director Motomu Toriyama on his experience in creating FEX and 
applying that experience to FFXII: "We learned how to exceed and 
evolve the portrayal of the dramatic essence by showing the small 
changes in expression and emotions from what we did on FFX. І would 
be lying if | said we would be able to go back to the PS2 after creating 
the FFVI technical demo for the PS3. 

"It's always exciting for a creator to be able to build something new 
on a new platform. We have spent an extraordinary amount of time for 


the preproduction of this game. For example, we made it so that each 
tree and each sign would have a meaning to it. It's not that we just 
want to make the visuals realistic; we wanted to develop a fully realized 
futuristic setting. As it stands, it was inevitable [that we would] rebuild 
this project for the next-generation platform." 


To that end, here's what we heard about the combat system: It's still 
good ol' Active-Time Battle (ATB), except it's been tweaked to be even 
faster and a bit more "actiony" (as indicated by the trailer). The devel- 
opment team also cryptically mentioned the use of an "added time 
axis," which could mean anything from timing button presses that pull 
off special attacks to abilities that alter time within battle. 


Another big factor in the combat system is the use of the vertical axis. 
Notice that gray thing on the heroine's finger? That controls gravity. 
You (or she) snaps it on and off effortlessly. Combine her ability to con- 
trol gravity with her acrobatics, and you can see how vertical position 
in combat is now more important than in previous FF titles. 


Weapon design is being handied by Tetsu Tsukamoto, who worked on 
the costume design for ҒҒХ-2. His experience in creating multiple 
costume changes for the FFX-2 girls probably helped in designing a 
gun that transforms into a sword. 


ZEREN- 
DERED? 


50 there is а fair 
amount of cynicism 
when it comes to PS3 
game demos, due 
largely to memories of 
how, when the Killzone 
PS3 trailer was shown 
last year, rumors sur- 
faced about how pre- 
endered it was, One 
hing we've noticed 
ately is that real-time 
in-game stuff 


ully turned on 
or something. So one 
ħolpful tip (s Vir it | 
looks too smooth to be 
rue, it's probably fake. 


сет. 
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a The FFVII: Advent Children team is creatine 
the movie scenes 
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GUNBLADE 


The game system is made by the Kingdom 
Tearts I| team. It won't be an updated version of 
the KHII engine but a whole new one built jusi 
for this game. 


The theme? Nomura answers: '8ond 


You probably think that 
Squenix invented the 


qunblade when Squall 


The general story; The main character 
kingdom has protected the crystal for many gen: 
erations. Those dudes with the medieval armor. 


SWUNH 1 around іп 
FFVIII, but they ve been and machine guns are from the outer world, and 
Around taru while ln the main character is protecting the crystal from 


them. Said main character isn't actually the king, 
but he's part of the king's lineage. 


the armory of Wawel 

Castle in Poland, one 

can find early flintlock % 
pistols attached to dag- 

gers and other blades. 


Nomura comments on the look of hi: 
ame, “Versus XIII is supposed to resemble 


- 4 he modern-dav world. | wanted to make this 


- в world resemble our world we live in today. This: 
Р жы x е is integrated to the story аз well, but the reason 
ж- Г why І chose to use а Shakespeare quote at the 
. Í beginning of the trailer is to make the tie with the 
= y real world we live in today." 
- g >» у 


fit the new world being portraved оп the PlayStation 3 and serve ав а 


be Xo Ao та I 
Kitase on the game engine: “А team of experts was formed to develop 
a special engine with a vast array of elements capable of handling 
cinematics, advanced audio processing, graphics-engine physics cal- 
culation, and special effects rendering. This impressive development 
platform is called the White Engine." 


Toriyama on the female character that was shown in the trailer: "I 
wouldn't say that she's the main character. It just happens to be that 
she was the character that we chose to feature in the trailer. How- 
ever, it is true that we wanted to have a strong, independent woman 
as one of the main characters in the game. To accomplish this, we 
asked [character designer] Tetsuya Nomura to design a strong and 


independent female character, both mentally and physically. She 
was the end result." 

Nomura interjects, "The order І got from Toriyama was to create а 
muscular and athletic girl. | had a lot of trouble trying to create her." 


— - : 4 
Toriyama оп the setting of FFXIII' "The world of FFXIII depicts a level 

of civilization more advanced than ever seen [before] іп the Final Fan- 
tasy series. This futuristic world exists in a time when technology and 
magic have combined and developed into a new form. We decided to 
go for a more futuristic, sci-fi look because we thought that it would 


Ej | DIST cy es 


indicator as to what the future of gaming might be.” 


ШЕЛ” 
Coproducer Shinji Hashimoto on the overall nature of the Fabula 
Nova Crvstallis project and its effect оп FFXIII: “Сопвідег that devel- 
opment is simultaneously ongoing for three FFXIlls—each not only on 
different platforms but [featuring] different worlds and stories that are 
bound by а common mythology [of the crystal]. By gaining inspira- 
tion from this mythology, these independent FFXIIIs evolve uniquely. 
The Fabula Nova Crystallis project is not a collection of sequels or 
ports but several original titles that exist alongside each other." 


make Ж „ш cm cmn 


Why put such a big emphasis on a freakin' crystal? Kitase answers, 
"Because the crystal is the symbol of the FF series. The compilation of 
FFVII [games] has the central theme of [the original] FFVII, but this proj- 
ect is starting from zero. So that's why we thought it would be good to 
create a centerpiece for this project and freely evolve from there." 


Chocobos, moogles, and traditional spell names will still be present. 


[123 к = = 
FFXIII online? Kitase mentions, "It's stili to be determined; if anything, it 
will be an extra feature but it won't be one of the main features.” 
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OK, here we go. Vincent was kind of a cool 
character іп the original Final Fantasy VIl— 
hopefully, it'll be fun to see him kicking butt 
in an action setting. 


There are an awful lot of cut-scenes in the 
early going—which makes sense, considering 
this is a Squenix game. The CG looks incred- 
ible, especially since it depicts events from 
the final moments of Final Fantasy VII. Oh, 
wait—no, here are some scenes from events 
that transpire three years later. Looks good 
and everything, but c'mon, let's us play the 
actual game already. 


aoe 
Finally, we're underway. Seems straightfor- 
ward at this point. Actually, it's almost remi- 
niscent of something like Virtua Cop, where 
you're pretty much forced to go along a set 
path and the shooting is made as simplistic 
as possible. Though here you have the al 
to move around and jump, so it's not quite 
the same, obviously. 
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The aiming in this game is pretty easy. All 
you have to do is get enemies inside the 
green reticule and an even smaller reticule 
will show up, indicating the specific enemy 
that's been targeted. 


(СІЛЕСІ F. 


Now we're out of the industrial setting and 
into a more open area—looks like one of the 
towns from Fina! Fantasy VII. This is where 
Dirge feels more like a standard third-person 
shooter with some slight exploration ele- 
ments. And by "exploration elements," we 
mean the search for ammunition—because 
you can run out real quick if you aren't care- 
ful. it's worth pointing out that using potions, 
switching weapons, and doing other important 
Stuff like switching to the map is pretty easy, 
since those commands are mapped to either 
the D-pad or the shoulder buttons. 
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We've encountered the first boss: a helicopter 
that deploys troops. This isn't all that difficult 
if you keep your eyes on the helicopter and 
don't let the other enemies distract you. 


In the next level, you run across different 
attachments for Vincent's firearms. This 
seems to be a cool mechanic, since you can 
mix up the attachments for three of Vincent's 
guns—but we'll stick with the default weapon 
for the time being, as it seems to pack a little 
more punch than what this first attachment 
initially offers. And we're done. 
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PSP 


So far Squenix has been superquiet about Crisis Core, the 
first game in the Final Fantasy VII Compilation to be devel. 
oped from the ground up for the PSP. What we do know, 
however, is that Zack, the character that Cloud idolizes in the 
original Final Fantasy VII, plays a huge role—and that it'll 
probably explain a lot of the backstorv behind SOLDIER and 
how Sephiroth wasn't always a total jerkface 
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GBA, МІМТЕМ00 DS 


Wow, that's a whole lot of Final Fan- 
tasy. Of the four re-releases, the most 
noteworthy of which is Final Fantasy ill 
(pictured above). The original Famicom 
version never made it to North America, 
but the game's being redone in full 3D 


on the DS. We just ask that Squenix con- 


sider bringing it out on the PSP as well. 
Final Fantasy V and Vi were released for 
the PS1 in Final Fantasy Anthology, but 


his version of V will include some new 
content not found in that version. Final 
Fantasy IV, originally known as Final 
Fantasy ll in the U.S., has already been 
released on a wide variety of platforms— 
including the PS1, when it was included 
in Final Fantasy Chronicles. The recently 
released GBA version features updated 


` dialogue and a new arena mode where 


you just fight the bosses. 


THE PLAYSTATION UNDERGROUND: 
Ж Y0U MISSING SOMETHING? 
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гапспіѕе ts launching а new title, and more 


Visit our one-stop MY ACCOUNT section at 
www.us.PlayStation.com/myaccount and access these useful features: 


è PROFILE: пале vow стат ета бр persona e про 
* PREFERENCES: | | / UO W vv GRECE V PERITI 
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GO EVEN DEEPER! THE GAMER ADVISORY PANEL. 


With a complete member profile, ўсі) іпсівазе your chances of being aW&ñ 
to join the elitéGamer Advisoty Pariġi, G.A.P. members get: 
* invitations to participate in beta teste. Q&A sessioñs with game developers from Insoffiiac, Naughty 
Dog, Zipper and others е The сһапсёло attend E' (the\Electronic Entertainment Expo) in Los Angeles 
Invites to special press conferences, and other exclilsive events е Advance purchase tickets for 
concerts and sporting events e The oppaffunitv to work in tfe PlayStation booth at hot happenings across 
the country (Dew' Action Sports Tour, Vatis Warped Tour," OŻfest and many more) e PLUS the-thance to 
use your knowledge and ifffilience to help shape, асл of the industry. 


MAXIMIZE VOUR MEMBERSHIP AND 
COMPLETE YOUR ONLINE PROFILE TODAY! 


PLAYSTATION UNDERGROUND 


US PLAYSTATIONS 


/ that there is more to the role-play- 
ing landscape than Final Fantasv out there. So we 
scoured both East and West to find the most interesting 
group of non-FF RPGs coming out within the next few 
months, focusing on the two things RPGers alwavs ask: 
^How's the combat?" and "What's the story about?” 
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т TACTO 


Take the weird, actiony battle system of Valkyrie Profile: Lenneth 
(described oh-so-succinctly in the review of the new PSP port on 
page 80). Now display it in 3D. The transition from 2D to 3D doesn't 
break the combat; in fact, it makes it more strategic. Now you have 
to worry about your position relative to the enemy or whether you're 
close enough to attack or be attacked (their attack range is helpfully 
highlighted by big red circles). You'll be able to pull off maneuvers 
like attacking baddies from two different directions, or even trying 

to target specific body parts of an enemy (in an effort to get better 
drops). Additionally, you can try to end the fight quickly by taking out 
the leader—tearing through the leader first quickly demoralizes the 
rest of the enemy party. 

When you're not performing crazy action combos, you're doing 
some good ol' side-scrolling exploration (rendered in 3D this time, 
despite the 2D nature of the gameplay) of towns and dungeons. In the 
dungeons, not only can you freeze enemies and make instant platforms 
out of crystals (just like in the previous game), but you can also switch 
places with a frozen enemy (handy for puzzles or weird jumps). 


You do this because, quite frankly, you're crazy. You can either think of 
yourself as playing the reincarnated Valkyrie Silmeria in a mortal wom- 
an's body, or you can think of yourself as crazy Princess Alicia—who's 
still alive and cogent when Silmeria's soul gets zapped in. Much of the 
game і5 spent with the two-souls-trapped-within-one-blonde arguing 
with each other. By the way, since Silmeria is a prequel to Lenneth, 
fans will notices references ranging from the obvious (Odin is still the 
Norse Allfather) to the subtle (Alicia is the princess of a land that's just 
a bunch of dust and tumbleweeds by the time Lenneth starts). Finally, 
Lenneth fans can finally see what the heck Silmeria's story is, since she 
gets name-dropped a whole lot. 


Because you loved the first game and want to help its sequel last 
beyond a limited print run that'll result in future eBay bids of hundreds 
of dollars. Because you want to play the one Squenix RPG with an 
even weirder and crazier battle system than FFXII. Because you love 
playing as a schizophrenic Viking blonde. 


EYE SEE vaU 
Hey, this is the big, bad 
Alifather himself, Odin. 
Except, we notice that 
it looks like he has two 
eyes, Where we come 
from, we learned that 
Odin sacrificed one 

of his eyes to gain the 
wisdom of the ages. 
Does this mean that the 
Odin in Valkyrie Profile 
is totally not wise to the 
ways of life? Hmm.... Or 
maybe he loses it later, 


UNTOLD LEGENDS: 


Мек KINGDLU 


HON DO | FIGHT 

Like а man, of course (ог a woman, if you 
decide to play as the scout). Only three classes 
will be available in the retail game, because 
the development team wants to focus on 
making each of them different. As you might 
expect, the big, hulking warrior (formerly 
known as Box Guy) is the tank, the buxom 
scout is the speedy, quick attacker, and the (as- 
yet-unseen) mage will be, well, magical. 

This Untold Legends goes beyond the tra- 
ditional X-button-mash—combat will be based 
on combinations of the light attack {Square} 
and heavy attack (X). Each character will earn 
more combos along the way (more than а 
dozen each), and these attacks will be varied 
to help the protagonist deal with the different 
types of combat presented Бу епетіе: 

Of course, if all of that sounds like it'll take 
too much thinking, you'll probably be able 
to make your way through with some hearty 
button mashing as well. But be careful—you 
won't be able to carry loads of health and 
mana potions. Instead, you'll be absorbing 
orbs of health and mana that enemies drop as 


they're killed. Recharge fountains will also bi 
scattered throughout the levels. 


VHS | FIGHTING? 


You're fighting because evil rulers are again 
trying to vanquish the poor, innocent denizens 
of this land of tales not being told. In this case, 
the evil king who's trying to take over the land 
thrives off the pain of people, so he corrals 
them all into prisonlike areas to make them 
miserable and increase his power (kind of like 
Tommy B. does to the OPM staff). At the very 
least, you want to help people out of their 
weird little pain pens. it won't be all combat, 
though—this time, little puzzles are scattered 
throughout the game; you'll have to solve 
them to get to the next level. 


ІЛІНУ > EAD EE EF? 
Sometimes you don't really want to think too 
much—vou just want to beat the crap out of 
anyone who gets in your way. At a time like 
that, Dark Kingdom fits the bill nicely. Plus, it's 
hacking and slashing for your shiny new PS3. 
So if you hate menus, this is for you! 


NO MORE 


MONEY 
instead of picking up 


gold pieces and spend- 
Ing them at a shop with 
a happy little merchant, 
you'll be acquiring 
essence, which can 

be used at shrines to 
acquire new pieces of 
armor and weapons. 
Getting rid of the gold 
should be good for 
lassening the chance of 
random in-game lepre- 


ў chaun attacks. 
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Gazerk. 

The Search Engine for Videogames. 
Clean, categorized, and relevant results. 
Because we know you'd rather be playing 
than searching. 
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www.gazerk.com 
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Those unfamiliar with the first .hack series тау not realize that the 
games are actually set inside of a game. So, instead of real-life сот- 
bat, you'll be doing, uh, combat inside a game, 

This game inside the game is known as The World, and it's been 
rebuilt since it was destroyed at the end of the last series. Fans of the 
original .hack will notice quite a few differences, such as a new main 
character (Haseo) and the tweaks done to combat. To begin with, the 
action flows better during combat. You'll still use menus to access 
spells or items, but the overall effect is much more spontaneous. 
Attack choices (which are tied to weapons—more about that in a bit) 
are mapped to the four face buttons, so all attacks will be on the fly. 
Enemy targeting is now automatic, so whichever bad guy is nearest 
gets your wrath—though you can use the D-pad to change targets. 

Available attacks are dependent on the equipped weapon and its 
upgrades. All armor, weapons, and accessories can now be custom- 
ized with ability items—you might, say, add poison to a weapon—and 
the ability items can be added or removed as desired. Equipment is 
also now associated by level, so you won't be able to use certain items 
until you're at the same level or higher. 

One of the new additions to the dungeons is the PK-versus-PC 
battles—that's player killer and player character, respectively. If you 
see à circle of light and hear the sounds of someone getting smacked 


around, it means that you can intervene and help the PC fend off the 
PK. If you help successfully, the PC may reward you. There are also 
PVP arenas in this version of The World, which are good places for 
Haseo to learn new attacks; earning victories in the arena is another 
good way to pick up rewards. 
WHY AM | FIGHTING? 
Haseo, who was attacked by a player killer, has now dedicated him- 
self to eliminating all the other PKs in The World. This earns the ire 
of the best of all PKs (we like to think that maybe he’s a ninja), so it 
becomes a battle between Haseo and the über-PK to see who can 
beat whom first. IS THAT А 
One of the trademark characteristics of the original .hackserieswas — ([2OCKET IN 
that it made you feel like you were іп an MMO even though the games — Га 


were all single-player affairs. The immersion factor has been amped POCKET? 

up even more this time, with interactive boards, news clips, messag- To help speed his way 
ing with other characters, and even a TV show—all of which help keep around the sprawling 
you in touch with the status of things in The World and make you feel world, Haseo has a 
like you're playing with friends instead of by your lonesome. motorcycle always at 


the ready. Just click a 
WHY THS INSTEAD GF FF? button and he’s on it, 
Well, for one, you'll probably get to play all three titles of the upcom- zooming around the 
ing trilogy before a next-gen FF hits store shelves. And there'll be а lot environment; another 
more game than last time around—the developers estimate that every click, and it's back in 
release in this new series will have as much playing time as the origi- his inventory till the 
nal four games of the .hack series combined. | next time it's needed, » 
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На! You think we're going to do that thing where we mention the 
previous games and say something along the lines of “more where 
that came from!” or “like that, but better!” Well, here's where things 
change, because this installment of the MegaTen franchise goes in a 
whole new direction for combat. For one thing, it's in real time! You 
can freely move Raidou (the main character) around the battle area— 
hitting Square will result in a sword swing, while hitting Triangle nets 
a gunshot. While it sounds like a supersimple action-RPG combat 
system, there's a bit of strategy in that you can summon demons; let's 
say you summoned a demon that uses fire, and your target is weak 
against fire—smart tactical choices like that result in faster enemy 
slaying. So the past element of learning the specific weaknesses of 
your foes is still quite present, even when the rest of combat has 
gone all crazy and actiony. 


Because you're Raidou Kuzunoha, spirit detective! OK, that's not 

your official title, but Raidou is a private investigator in Taisho Period 
(1912-1926) Japan. Raidou zips around town solving paranormal mys- 
teries; this portion of the gameplay is quite similar to old-school PC- 
style adventure games like Grim Fandango or Gabriel Knight. Except 
for the whole demon-summoning and action-RPG combat additions. 


As different and unique as FF is, sometimes a stylish adventure game 
with demonic combat and early-20th-century Japanese threads is 
what you need. | 
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Take the 
Гапа Il, and voilà, you have 
tem for this latest episode. F 
need to worry about specif 

and both things like Tech att 
Boost Gauge have returned for the better. 

Also, you can purchase traps апа use them 
in specific battles. Finally, individual skilis 

are back, so characters actually feel unique 
and not as generic as they did in Episode ll. 


better parts of Xenosaga Episodes 
ombat sys: 
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Whether or not you played 
episodes, you have a har 
and video summary that compresses the 
previous two games into a digestible c 

of exposition. Also, Xena was ori 

set for six episodes, but now it's three, so 
you should probably queue up “The Final 
Countdown” as you play this. Storywise, 
it takes place a year after Episode ll, and 
focuses on Shion (who has quit Vecto 
because she thinks it's involved with the 
weird and evil Gnosis) and het 

Vector. Oh, and as cool as KOS-MOS, our 
favorite female android superweapon, із, 
Vector has made an 1 more powerful 
android called T-Elos, and her rivalrv with 
KOS-MOS is a significant part of the storv. 


in 


зе previous two 
y encyclopedia 


maybe you want lose of 
tyle philosophy mixed with heavy 
robotics, Or perhaps you рама plunked 
ny, many hours of previous Xeno- 
saga games, and it'd be a ud shame to stop 
just as they're wrapping up the whole saga. 


Think of this like real life you get 
your р! f five ot ichums/buddies, 
roll up on some baddies, and i fight away. 
e trusty heavy 

9 iso haya a eta 
between ranged and melee ууеаропгу. That's 
useful fc 
flying fool's wings from afar before running 
up and smacking him with your big laser 
Sword. As mentioned earlier, you can have 
a posse of either Al-controlled (for single 
player) or real compadres. 


when you need to clip some 


ў ШЕ, 
Well, if you 
player mode, there's a whole epic story 
about a kid named Ethan who zips around 
the galaxy and does all sorts of, е 
things. But once you finish that 
game (which ta lace ye 
after Ethan's adventure, to the r 
there is е honoring him) nline, 
where vou zip around the wild world of 

the Int with other plavers. One wav to 
show how awesome vou are is to use items 
that vou snag in quests as 
your apartment, which everyone si when 
they join your game. 


plaving the offline singie 


nt where 


orations for 


use you want а да that goes beyond 
the “You fi 
cookie with joy!” feeling that you get with 
a single-player game. Because you 
game where you and your pals са! 
on a space dragon and beat the e' 
Internet out of it. 
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HOW DO | FIGHT? 

Remember the previous Disgaea? How you 
were looking down on an isometric map, 
and then engaged in strategic, turn-based 
combat? Add in goofy twists like picking 
up and throwing people (either units in 
your party or enemies), and you have the 
same basic foundation, Now add in the geo 
panels, which are spots on the landscape 
that offer tactical advantages (extra attacks, 
bonus experience, etc.) to whoever triggers 
them. On top of that, you'll also be visiting 
the Dark Court during battle—to stand trial 
for crimes committed during combat. You 
get Disgaea's solid turn-based fighting plus 
even wackier hijinks. 
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QUIRKY NS 
Nippon Ichi is the mas- 


ter of creating weird 
httle strategy RPGs. 
Besides the Disgaea 
series, there's also 

La Pucelle: Tactics 
(filled with angels and 
demons), Ahapsody: 
A Musical Adventure 
(its quirkiness is 
self-explanatory} and 
Phantom Brave, where 
you imbue inanimate 
objects with souls. 


You play Adell, the last human in the world. 
(Another character remarks, "You're only 
human because you're the main character!") 
Adell wants to take out the Overlord Zenon, 
and there are lots of strategic battles to con- 
tend with along the way. 


WHY Tt ] 
Because you're not looking for an adventure, 
but for a war. Because you like to sit and 
ponder your moves іп chess/backgammon/ 
Stratego. Because not only do you love some 
strategy in your roleplaying, but you also 
want some truly oddball stuff (penguins as 
weapons!) in your role-playing "strategery." | 
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Hideo Kojima and his crew аге so busy using the pow 
of the PS3 to perfectly render Old Snake's “this is my indication to 
you that I'm old now“ mustache that they couldn't give us any juicy 
new info about MGS4. But hey, we got some more snazzy character 

enders, so you can paste these pages up on your TV and pretend that 
you're experiencing the power of the PS3 and its amazing old-man- 
mustache rendering technique! 
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Compete іп DigitalLife's $100,000 
Pro-Am Gaming Tournament and find out. 


Play the latest, unreleased games at the PC & 
console arcades and get your hands on the hottest 
gear before it hits the streets. 


Meet your favorite celebrities. 
Win tons of cool prizes. 


Don't miss the largest gaming tournament 
on the East Coast! 


Get Tickets NOW to DigitalLife! 


50% off with promotional code: at www.digitallife.com 
each adult ticket is only $6.00! 


the ultimate consumer technology, 
gaming and entertainment event 


october 12-15, 2006 
javits convention center 
new york, new york 


learn it һе 1 play ive 


ie ГА Viale (MI 8) 


www.digitallife.com 


presenting tournament sponsors: tall (і tel) produced by: xp C ESL. 
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G TA: L | Е Е [2 T Y м 78 AND 1 Streetball ні Astonishià Story 
76 Cars ні Blade Dancer: 
CITY STORIES co S po та 
1 ` | | 75 The Hustle: Detroit Streets вз Bust-a-Move: Deluxe 
| 77 Jaws Unleashed 82 Cars 
78 NCAA Football 07 нг Juiced: Eliminator 
— —— 4 | 78 NFL Head Coach яз NBA Ballers Rebound 
| 75 Stacked With Daniel в! Neopets Petpet Adventure: 
H Negreanu The Wand of Wishing 
| 75 Street Fighter Alpha m2 Race Driver 2006 
|| Anthology яз World Tour Soccer "06 
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No more blargs, octago or whatever you've called them—now we're sti 
with straight-up numbers. And any game that г es five of 'em is something 


truly special that deserves a spot in your colli n. On the other hand, a 
merely mediocre. And a 0. ell...at least they're fun to rip apart. 
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$19.99 
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THE.BEST VALUE PS2 GAME THIS vEAR 4 


First things first: Let's get the obvious question out of the way. Why 
would you want to play this version of Grand Theft Auto: Liberty City 
Stories if you've already played the PSP game? Well, to be completely 
honest, you wouldn't. More than 900,000 people have bought the hand- 
held version for $49.99 since it was released last October, which means 
there's a good chance that many of you already know what it has to 
offer. That said, given the popularity of the franchise, there are doubt- 
less millions who have yet to experience Toni Cipriani's adventures and 
are now being given the perfect excuse to do so, thanks to the crazy- 
cheap $20 price point. 

When we reviewed Liberty City Stories last year, we gave it a 
healthy score of 4.5 and summarized it all up with these comments: 
"Despite some fundamental problems that will have you seething 
with anger at fairly regular intervals, it's still an admirable achieve- 
ment. Whereas so many other publishers have been pushing 
watered-down, feeble excuses for PSP versions of their megafran- 
chises, this should be applauded as being a full-on sequel, and it's 
certainly comparable to GTA3.” 

So does the PS2 version address any of these problems? Well, 
kinda. Is it still as worthy of praise despite its not being a handheld 
game? Absolutely, yes. One of the reasons we were so impressed pre- 
viously was that it was a full-on GTA game, with extra multiplayer fea- 
tures, all stuffed into the PSP. Obviously, it's a different consideration 
for the PS2, but it's still a great piece of fan service, despite the fact that 
it's missing those multiplayer modes. 

Chief among the complaints leveled at the PSP version was the con- 
trol system. Hindered further by the analog nub and lack of shoulder 
buttons of the system, LCS suffered from the absolute worst case of 
what many see as the curse of the franchise. Running around on foot 


was a complete nightmare at times, and some of the more brutal 
missions were challenging because you were forced to fight the 
controls rather than the challenge at hand. Although by no means 
perfect, the switch to DualShock means that these are now no more 
annoying than in Vice City or СТАЗ. Combat is fine as long as you 
can juggle the way it locks onto targets, and for the most part, it's 


| THE FACT THAT IT’S ONLY 52015 AN 
 ENDEMOLIS CONSIDERATION, 


perfectly manageable. 

Considering that this is a full-blown, 40-hour (or more) GTA expe- 
rience, with all the personality and style we've come to expect from 
that, the fact that it's only $20 is an enormous consideration here. 

Ves, it's a port, and ves, the technologv is showing its age, but it's a 

new storv set in a familiar world, and it's as solid as the other games 

in the series. Right now, when PS2 pickings are prettv slim, this is 
particulariv welcome. | ./ d 
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THE HUSTLE: DETROIT STREETS 
WAKE ME WHEN IT'S OVER 

I PUB Activision peu Blade 

Есен Т mser $19.99 
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You know, when І reviewed this game on 
the PSP, І considered it one of the worst 
games I'd played in a long time, Imagine 
my surprise, then, when 1 loaded up the PS2 
version and discovered that, in rank defiance 
of all that is good and right with the world, 
it's actually just as bad—a development that 
would be amusing if it didn't make me want 
to hurt someone 

The game features the same throwaway 
story that has something to do with working 
your Way up through а crime organization 
and traveling to...uh...other:..22222272. Hmm? 
Oh, sorry. It's just that ! couldn't possibly 
care less. We are, after all, talking about the 
story for a pool game. 

As with the PSP version, the fundamental 
gameplay is reasonably solid. There are a 
lot of different game types, from 3-ball to 
snooker (the game even features the inexpii- 
cable ability to play random casino games 
on the side), and it's also fairly easy to do: 
well thanks to the helpful-but-not-perfec! 
ball guide. 

And, as with the PSP version, everything 
else about the game well and truly sucks. 
The clunky interface and oddiy frequent 
load times make for frustrations from the 
moment the game boots up, and the laugh- 
ably bad graphics and animation make me 
wonder if they were changed from the PSP 
version at all. (That's not hyperbole; I'm. 
genuinely curious.) The story mode seems 
to take forever to progress, and even then 
it's still the,..same...zzzzzz. Damn, sorry. 

This version does include online play: 
but, brother, good luck finding someone to 
play with. Apparently, everyone eise іп the 
world decided that 20 bucks is too much to 
pay for this bargain-basement experience. 

So, like the PSP version, it's solid poo! 
gameplay buried under з mound of crap. 
Unlike the PSP version, however, there are 
other pool games available for this system. 
Go buy one of those. | Joe Avbicki 


“UERDICT The "budget" price of $20 is 
,8bout $15 too much 
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STACKED WITH DANIEL 
NEGREANU 

PAY THAT MAN HIS MONEY 
іривн Myelin Media oeu. 50008 

esee Т mser $2999 


We're definitely inching toward respectabil- 
ity with poker games lateiv. Each of the most 
recent crop of games seems to take a step 
forward in at least one area...though usually 
at the cost of a half-step back in another. 

Stacked is a particularly powerful exam- 
ple of this. Тһе most impressive thing about 
the game is the opponent Al. The developers 
really nailed the right balance of aggression 
and timidity—so much so that this is the 
first game where I’ve gotten the feeling І can 
actually read my opponents’ hands simply 
by the way they bet. 

It's clear the devs put a great deal of time 
into getting the competition just right. And 
that's sort of the problem. It seems like з 
much effort was expended to cement the 
fundamental gameplay that the game suffers 
pretty seriously in other areas, For example. 
take the game selection: You've got single 
table tournament, muititable tournament 
and cash versions of no-limit Texas Holc 
‘Em, limit Texas Hold ‘Em, and...er, that's it 

There are a couple of extras: The 
“Stacked Poker Schoot' features a series of 
brief video tutorials from Negreanu himself, 
which are packed with tidbits of info in spite 
of being fairly shallow; they'll give you {ots 
to think about, but you'll want to do some 
deeper reading to really understand most of 
it, And ап online mode adds to the replay 
value, although І still have to say that if 
you're buying a poker game to play online, 
you might want to consider signing up for a 
play-money account at any of the dozens of 
free poker sites on the Internet. 

But when it comes right down to it, this 
game is about a realistic Texas Hoid 'Em 
experience against the computer, and по! 
much else. Newcomers might find more 
of value in the World Poker Tour games on 
either the PS2 or the PSP. | Joe Rybicki 


OVAL FLUSH A really impressive А! го! 
tine makes this the most realistic poker 
PAIR it's aH Texas Hold “Ет, all the time, 
and a bit light on other features. 
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hough the 'Ask 
lane" 
Stacked-is hilariously 
broken, the game 
Woes a fing job o 
Kncouraging habits 
fat will serve play: 
ers well in real-life 


feature o 


i games. For example, 


by default you only 
зве your cards when 
they're first dealt; if 
you want to seg them 
again, you:have tc 
manually check your 
hand, which gives 
your opponents infor- 
mation about what 
you re holding 
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STREET FIGHTER ALPHA 
ANTHOLOGY 


HOW IT SHOULD BE DONE 
ірын Capcom ocu. Capcom 


esee Т msep $29.99 
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ts there anything more irritating in thu 
a Street Fighter game 

ng time in between matches? 
No, there isn't, and that's why Street Fighter 
Anniversary Collection was such a disaster. 
It's also why Street Fighter Alpha Anthology 
serves as a perfect example of how a col- 
lection of this sort should be done—arcade- 
perfect action without anv loading time, 
save for the few Seconds after you selec 
the gamie you want to play. 

And there are quite a few differen: 
games to choose from. Not only are there 
the regular versions of all three Street 
Fighter Alpha games, but you'll also finc 
Street Fighter Alpha 2 Gold and Gem 
Fighter, a fighting game based on the 
characters featured i in Capcom’ 5 ‘awesome 
Tetris- style clone, Puzzle. ; Fighter—it it's worth 
buying the collection for Gem Fighter alone. 

With the exception of maybe the original 
Alpha, which doesn't hold up particularly 
well, all of these games are arcade perfect 
in practically every way. Even the shadows 
in the original Alpita are blue, which should 
be a welcome gift for those of you who 
may have previously purchased and ‘played 
the: Saturn version of Alpha (ha-ha, Street 
Fighte: side joke...ha...ha.. 

there’ 8 even more secret stuff beyonc 
the available games. We won't spoil any 
thing, but you can actually play new ver 
sions of Street Fighter Alpha 3 and oth г 
games in the collection, ich is the sort of 
stuff that the Street Fighter hardcore will go 
absolutely bonkers for. Ала if you, bought a 
Game бе! to play as the bosses in Street 
Fighter Il for th SNES, then you “і | probably 
appreciate these е; 
anyone else—yeah, 

Overall, Street Fighter Alpha Al thology 
is just an all-around great collection, and 
fighting fans should be thrilled that Capcom 
was willing to give these great fighting 
games the treatment that they deserve 
Hooray! | Giancarlo Varanini 


Excellent ports, lots of hardcore 
extra stuff 

A little more not-so-hardcore extra 
stuff for the casual fans would've been great 
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You've heard it all before. Movies. Licenses. Lameness. Sadly, the 
videogame incarnation of the popular piece of fiction (yes, it's fiction!) 
and now the equally popular movie doesn't mess too much with that 
familiar recipe. But what it lacks in innovative gameplay or polish it 
makes up for in effort. At the very least, The Da Vinci Code tries to go 
well beyond what was presented in both the book and the movie— 
even at the cost of staying totally true to Dan Brown's “original” story. 

As a result, you get to dive even deeper into the world that sur- 
rounds The Da Vinci Code, which basically means that you just get 
more information on various artifacts, cults, religion, and other sorts 
of semiconspiratorial things. The puzzles go far beyond all those of the 
book/movie, pushing your sleuthing abilities to the extreme. 

It's just so unfortunate that the execution of everything else іп 
the game is so sloppy. Fighting mechanics—as out of place as they 
are—are totally basic, involving simple DDR-style button pressing 


І have to admit that THO has surprised me with Cars. What could’ve 
been a straight-up racing-game cash-in on Pixar's latest CG-animated 
film has turned out to be a fairly deep kids’ game with a nice collection 
of options, game modes, and characters to play with. 

Rather than try to re-create the movie's plot, Cars tells а new story 
that takes place in Radiator Springs. As Lightning McQueen, you explore 
this stretch of Route 66 while taking on challenges—mostly races—set 
forth by its residents. The races don't get stale, thanks to superb con- 
trol, pretty graphics, and a nice assortment of tracks, You can road race 
through town as you go up against some of the movie's main characters. 
And as a bit of a nod to NASCAR dads everywhere, you can also enter a 
handful of Piston Cup events on tracks modeled on real-world NASCAR 
venues like Homestead-Miami Speedway. 

Its not all about racing, though—unlockable characters and 
games abound. Hassle Mack on the highway as Wingo, Snot Rod 


Hay, remember books? 
Weil, if yun pe а Os 
Vinci Code fanatic 
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and some clunkv grappling controls. The stealth is wav too easv, 
and the exploration is too open-ended. There are moments where 
you've seemingly exhausted every option, only to find that you 

missed a small piece of evidence that could've only been found if 


you literally searched the room inch by inch. And that's just not a рине! пбн ць, 
very much fun. I 2 Wl. Or 
- - just 00 ғғ le 
Se an ret mt m 
РОСА Interesting puzzles and historical information comuna 
Everything outside of the puzzles is pretty sloppy 


2.95 


SCORE 


NASCAR dads will be 
кору to know that u. 


тәуке Lune 
driver-based charac- 
ters are available for 
play here; 100. The 
King and Darrell Gar- 
trip (voiced by Richard 
Petty and Darrell 
Watts Shenk ану) 
botti арои ary the 
дата Son мае 
of Dale татти 
charactar 


DJ, or Boost; chase down speed demons as Sheriff; or go tractor-tip- 
ping with Mater in a stealth-based minigame. It's a great way to break 
up the action and earn points in order to buy unlockables. 

Since it's aimed at the kiddies, Cars doesn't rival the likes of Burnout, 
but it does manage to be engaging for young and old without being 
crass or violent—no mean feat for a kids’ game G 5 
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ALANS UNLEASHED 


JUST WHEN YOU THOUGHT IT WAS SAFE TO GO BACK IN THE WATER.. 


ARANY, 

Jaws helpe 
perpetuate th 

2 Т 


иск by lightning 
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Аз а rule, most gamers know not to expect too much from movie- 
licensed games. Jaws Unleashed ended up being an exception to that 
rule, though, at least at the OPM office: The thought of swimming 
around as a shark and indiscriminately chomping anyone who got in 
the way seemed awesome, and it looked like it had the potential to be 
one of those beautifully tacky games, kind of like Jaws 3-D is a fantas- 
tically awful movie. 

And there are things about Unleashed that are awesome. In the 
first level, the silliness of grabbing a scientist and swiping his body so 
his key card will open a gate is awesomely B-movie funny, as is the 
boss battle with the water park's resident killer whale. Unfortunately, 
once you get out in the ocean (which is touted as being a GTA-like 
open world, except it's NOT), things become more annoyingly pedes- 
trian. Here you're mostly targeting divers and boats; after a while, it 
gets repetitious. 

The real problem lies in the controls. Jaws has the response time 
of an aircraft carrier, and his steering accuracy isn't that much better. 
Your primary attacks are head-butts and tail swipes, but Jaws can't 
back up, so when you're repeatedly trying to bash the same spot, 
it becomes а boring (and painful, if you're trying to simultaneousiv 
avoid attackers) exercise in trial and error, as you swing around in a 
not-very-tight circle to bring yourself back to the same spot. Grabbing 


Add a new dimension 


TO YOUR LIFE. 


Collins College offers a Bachelor of Arts degree in Game 
a Bachelor of Arts degree in Visual Arts with a major in Game 


Main Campus - Tempe, 


Maw 10 bu уа бу u 


shark. Unk 
of delicious 
cake—ti 
toast 


$ you smell 
things with your mouth and then aiming and throwing are really awk- 
ward and end up being a tedious process of trial and error. 

Also annoying are the attacks. I'm cool with defending myself from 
danger, but when a few bites from a dolphin—a freaking dolphin!—put 
me in jeopardy of going belly-up, humiliation abounds. It's as bad ав 
getting killed by a deer іп Ultima Online! And it's impossible to dodge 
attacks from above the water, where near-perfect sharpshooters are 
aiming and shooting down at you. 

| wanted to love Jaws. | wanted to give myself over to the delicious 
silliness and awesomeness that should have been. But instead of 
swimming happily through a sea of gore, | found myself wishing Jaws 
could add me to the body count. Boo. ! 
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A Defending myself from a shark attack would be more 


14: 


entertaining. 
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COLLINS COLLEGE 


Design and 
Art. 
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DORM ROOM - Year 


Campus Legend replaces las 
Heisman and allows you to now gain recognition 
ville playing а position other than quarterback or 
to divide your nonfootball 
d partying in hope of 
becoming the guy everyone likes around campus 
e to the day and age of sports games need: 


r story madas. 


7777 
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IL EA Sports pe EA Tiburon EN $4999 


I'm the Boise State Broncos—not at home on the blue 
Smurf Turf, but on the road in South Bend, IN. i'm down 
12 to Notre Dame and there are 49 seconds remaining. 
With no time-outs left, І can't stop the clock. І score оп 
the next play and boot the PAT. 

Now, in NCAA Football games of old, that's where 
the game would end, with me losing by five. І can't tell 
you how many games I’ve played over the years where І 
needed two scores late and would get the first, only to be 
stymied by the fact that onside kicks in this game didn't 
work. But they do now. The new analog kicking mechanic 
allows me to successfully onside kick and recover the 
ball. Now, I'd just better not score too soon, because 
Fighting Irish QB Brady Quinn can't be stopped. 

Analog kicking is just one of the many gameplay adi 
tions that fuel my addiction to this game. The quarterback 
moves way better than in previous games—he can take 
off and run without having to pull the ball down, mak- 
ing rolling out and throwing on the run more fluid. New 
options at the line on both sides of the ball enhance the 
realism. Can you guess the count? Choose to jump the 
snap. If you guess right, the play goes nowhere, and 
your Momentum Meter rises. À new feature, the Momen- 
tum Meter really ups the unpredictability factor: String 
together several good plays and your strength rises, but 


IOTBALL SATURDAY а 


just опе big play сап completely swing the momentum 
back the other way. 

Other great additions: You can now slide your line for 
more protection if the defense has stacked one side, and 
there are now direct hot routes for all 11 defensive players. 
In dynasty mode, play the spring game and decide your 
impact players for the next season. And, to top it all off, 
ESPN is newly united with the franchise this уеаг, and you 
can see the integration зіі over the game. 

NCAA easily gets my nod for the best sports game to 
hit the PS2 so far this year. And oh, yeah—in case you 
were wondering, Boise State scored on a Jared Zabran- 
sky scramble with three seconds remaining for the win. 
Go Broncos! І P М. 


Multiple variations of every conc 
on, plus trick plays. 
The new Impact Camera slows dow: 
zooms in on big plays. It's disruptive and annoying: 
and totally unrealistic 
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Black Ops Entertainment 
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1 None, really—just average b-ball. 
[ Average b-ball means it's not good 


streetball. 
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ONE OF THE 


TOP FIVE 


GAME-DEGREE 
PROGRAMS 


Aren't videogames supposed to help us forget 
our troubles and transport us to a different, better 
place—in other words, help us escape realitv7 

The ironv of NFL Head Coach is that it doesn't do 
that. It sort of does the opposite—in fact, it might do 


too good a job of simulating a job few will ever have. 


І know this sounds like an odd criticism. It's 
true that NFL Head Coach is an incredibly in-depth 
simulation of everv single, down-to-the-nittv-grittv 
thing an NFL coach does on a dav-to-dav basis, This 
includes being hired in the first place (there's an 
interview process), staffing, scouting, negotiating 
with plavers, setting the team roster, determining 
plavs, and keeping the front office and fans happv. 

Make no mistake: This is a high-pressure situation 
and, frankly, NFL Head Coach has given те a greater 
appreciation for what these guvs go through. But, 
good god, did they have to simulate boredom If 
you play NFL Head Coach on a daily time frame, you 
are looking at long davs answering e-mail, making 
deals, talking to vour staff, talking to agents, futzing 
around with the salarv cap, and meeting with vour 


bosses. Thank god vou can jump ahead and let the 
game simulate all that happens in between. l began 
my game on "daily," but changed when my calendar 
said "26 days to restricted free agencv'—I mean, 
let's get on with it already! 

And then there's the pressure from “The Man”: 
the team owner. He sets goals for the year and pro 


vides feedback, which is great. But if you don't come 
through, you'll get a "We need to talk” from him. іп 
one such case, after | had decided to simulate my 
way through the draft, he was all over my arse: "We 
picked up some good players, but I'm disappointed 
you didn't fill all the positions we identified before the 

and "Where's my star ОВ you were supposed 
to draft?" Ouch. 

Aye, and there's the rub. І felt bad because І 
disappointed my boss. And then 1 started thinking, 
"Where's this guy get off?" And then I realized he 
was right—l'd have to try harder to make things work. 
Just like in real life. 

The depth to which NFL Head Coach goes to simu- 
late its world is impressive. Pigskin fanatics will love it, 
but if ! want stress and boredom, I think ІЛІ stick with 


5 Incredibly detailed simu-` 
п of what it's like to be a pro-football coach, 
AST PLACE But maybe too detailed: Boredom 


can set in if you're not careful. 
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I pus. Square Enix peu. Tri-Ace eses Т mser $39.99 


RY ODIN'S BEARD! 


One thing we're fond of saving about the PSP is that it needs a damn 
good role-playing game to complete its library. Sure, there have been 
some action-RPGs and a few regular RPGs from smaller companies, but 
none of the big boys like Squenix or even Konami have put a real RPG 
on the PSP. So Valkyrie Profile: Lenneth is Squenix meeting us halfway: 
It's not an FF title for the PSP, but it is a port of one of the better апа 
rarer games in the company’s history. 

If you missed the VP train back in 2000, then you happened to miss 
опе of Enix's underprinted gems—back when Square and Enix were 
still separate companies. Sure, the game was a totally weird hybrid of 
2D platforming and action-RPGing, but that weird hybrid was both its 
strength (because it was a lot of fun) and its weakness {as it appealed to 
a very niche audience at the time). 

Said УР fans enjoy the crazy story of a Valkyrie (Lenneth) sent by 
Odin to scour the land for warriors to take to Valhalla in preparation for 
Ragnarok (the Norse version of the Apocalypse). They don't mind hav- 
ing her fly around the overworld іп ЗО and having her descend into а 
2D town or two. After getting some story stuff out of the way, Lenneth 
and her gang make their way into a 2D dungeon, where our Valkyrie 
heroine runs and jumps past simple puzzles, occasionally creates crys- 
tals that serve as makeshift platforms for jumps, and fights off enemies. 

For combat, you control each character with a corresponding fact 
button (other actions are performed by pressing Select during combat 
to bring up a menu). The challenge is to string together combo attacks 
by having the right characters attack at the right moments (RPGers who 
play fighting games have something of an edge here). Pulling off some 
sweet synchronized moves allows you the privilege of doing superspe- 
cial attacks {called “Purify Weak Souls”) that fulfill the requisite “сот- 
bat eye candy” part of battle. Suffice it to say there's no other RPG like 
VP—not even in the years since VP's initial release. 

Valkyrie Profile on the PS1 was an excellent and criminally under- 
printed game but, alas, its journey to the PSP is a bit marred. The 2D 
sprites and the backgrounds look fine, but the addition of new CG cut- 
scenes is actually quite jarring and tends to take you out of the experi- 
ence—the CG looks so different from the hand-drawn 2D look of the 
rest of the game. Also, despite its being a PS1 title, accessing the menu 


means sitting though three-second load times. That might seem 
inconsequential until you start adding up all the times you go to the 
menu for leveling and equipment and party options—then it gets a 
bit annoying. 

Also, Lenneth, as good as it is, is not a game conducive to por- 
table play. The introduction sequence still lasts freakin' 45 minutes 
before hitting a save point, and the rest of the save points are still 
scattered a bit too far apart for my tastes. Finally, despite the fact that 
VP now has a chance to gain a larger audience due to its PSP rere- 
lease, you still need to play the crazy hard mode to get the full story. 

If you already own the original PS1 game (either as a recent and 
expensive purchase from eBav or from being a faithful fan from 
back in the day), you actually have the superior version (i.e., no load 


ера. LS PLRVSTRTON MAGAZINE 
GAME OF THE MONTH 


ТЕмметн, AS GOOD AS IT | 
IS, IS NOT CONDUCE TO 
POPTABLE PLAY. J 


times or slowdowns). But if you've always heard other RPG nerds 
gush endlessly about this game and don't feel like ponying up a c- 
note, this is a good way for you to see just what all the Nordic fuss is 
about. | Thierry Nguyen 


VIKING DAYS 
Hey, did you know 


that the weekdays are 
4, named after Norse 
7 gods? Consider this: 
Monday = Малі (god 
of the moon) Day 
Tuesday = Туг (god of 
war) Day 
Wednesday = Odin's 
(god of wisdom) Day 
Thursday = Thor's (god 
of thunder) Day 
Friday = Freya's (god- 
dess of love) Day 
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NEOPETS РЕТРЕТ ADVENTURES: 
THE WAND OF WISHING 

RPG JUNIOR 

грив. Sony CEA peu. Sony CEA esege E mser $39.99 
“е 


Neopets.com, а free website where kids сап 
adopt virtual pets, start guilds, build stats, 
play flash games, and absorb advertising, 
hit 4 billion page views a month in May 
2005—so it wasn't surprising when MTV 
snapped up the site and started spinning off 
products that actually cost money, starting 
with videogames. 

The Wand of Wishing is a brand-new 
game, not a port of the earlier PS2 Neopets 
release, The Darkest Faerie, And unlike that 
title—an action-platformer— TWOW is pretty 
much a hack-n-slash RPG. The story does a 
good job of incorporating the elements of the 
Neopets' history and traditions, so fans of the 
website will be familiar with the basics. For 
example, all the character options are drawn 
from the assorted Neopet races, the types of 
stats аге the same, and skills can be leveled 
up in arena-style combat similar to that in the. 
games available on the website. 

However, there are pitfalls as well. Fo 
example, instead of gaining experience 
points to level up, you have to pay for the 
privilege of facing off in the arena, which puts 
ап annoying concentration on bashing open 
every crate that you come across so you can 
accumulate as much money as possible. Boss| 
battles are often awkward, as the fighting 
areas are frequently so large that you end up 
crisscrossing back and forth multiple times 
just trying to find your opponent—marking 
an enemy blip on the corner map would've 
helped save time. 

Worst, however, is the saving. As in Blade 
Dancer, another new PSP RPG, there's no 
save-anywhere option; instead, you're tied to 
checkpoints. While none of the checkpoints 
are all that far apart, it's irritating to go 
through a save process that takes approxi: 
mately one minute every 10 minutes or so. 
And in a portable game that you may need to 
shut off at any point, it's ultra-annoying. 

It's nice to have a G-rated entry available 
in the RPG genre to help young gamers 
learn the ropes, but a few improvem 
could've 5 
than it is. 


IRE 


"VERDICT Could've been a good RPG intro ` 
for kids, but bad save and leveling systems 


cripple it. 
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ASTONISHIA STORY 

A STORY ABOUT BEING OUT 40 BUCKS 
1 PUB. Ubisoft oeu. Sonnori 

Езав E msep $39.99 


The script occasionally manages to get local- 
ized in a way that is surreally funny, rather 
than embarrassingly bad. The animations 

of the dully designed characters and set 
tings are bold and easy to follow on the PSP 
screen. And the characters are too shallow 
and thinly written to ever break out of char- 
acter, зо they stay right on. That's right—it's 
another PSP RPG! 

Absurdly bad localization almost works 
as camouflage for the gameplay issues. It's 
nearly possible to not realize how little fun 
the actual game provides as you try to figure 
out what the dialogue was supposed to Бе. 
The ploy eventually fails, though, because 
there isn't any fun here. Astonishia isn't 
actually obscenely bad, where just playing it 
could cause long-term damage, but the: 
по reason a game with such cut 
costs full pric 

The storv revolves around a voung, 
idealistic knight who gets swept up 
evil noble steals an important artifact anc 
slavs the knight's mentor in the process. 

The actual gameplav is just as imagina- 
tive—and it has the bonus of load times. Ten 
to 15 seconds of loading will accompanv 
апу new screen, especially the combat grid. 
Things like height, flanking, and distance are 
meaningless, so just applv the best power 
from vour highest-level character to enemies 
until combat is done. It doesn't help that 
experience is hard to come Бу as the game 
er tactics 


ate content 


railroads vou into new areas— 
don't exist to overcome the steep difficultv 
this creates. 
Astonishia i 
being quickly thrown together based 
on a 1994 PC title) and getting a high price 
tag slapped on it. The gameplay mechanics 
mal ense, and it doesn’t crash constantly, 
so it could be worse. But that do: 
it for not being bet 
be merely good 


yet another case o am 


“t excuse 
piring to 


'UBEDIET The title screen includes the 
phrase '...RPG games.” That's the first 
warning of what a sloppy, wince-inducing 


piece this title is. 
] . G 
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HIT МЕ 


Don't confuse Blade 
Dancer development 
house Hit Maker with 
the old Sega studio 
Hitmaker (of Crazy Taxi 
fame). While Hit Maker 
15 also a Japanese 
company, the two 
aren't related beyond 
that fact. 


ENELIGH IS 
ENOUGH! 

tf there's anything that 
fantasy and science 
fiction have taught us, 
їз that it's not safe 

to be a trusted anc 
valiant mentor. They 
end up dead, and the 
mentored kid ends up 
with one arm, kissing 
his sister 
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BLADE DANCER: LINEAGE OF 
LIGHT 


BROKEN SWORD 
1 Pus. NIS America peu. Hit Maker 
eses Е10+ Mtsep $39 99 


KULL Ў ЎЎ ЎЎ ЎЎ ЎЎ ЎЎ Ў Ў 


'UEPDICT Another day, another boring 


,Tole-playing game on the PSP. 3 
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NO KICKS ON ROUTE 66 
1 PUE. THO oeu. Locomotive Games 


еѕев Е msep $39 99 


GINE TONES 
Опе of the most bizarre 


features of the origina: 
Juiced makes the jump 
to the PSP as wall- 
the option to choose 
your own licensed cell 
phone at the beginning 
of the game. Now you 
can show off your vir 
ша! Sony Ericsson to 
all your friends 


NEON 
KNIGHTS 

Cars оп the PSP takes 
place directly afte 

the movie, where 

the biggest threat to 
Radiator Springs is the 
presence of the four 
hot-rodders only seen 
briefly in the flick. DJ, 
Wingo, and Boost ara 
three tricked-out rice- 
rockets, while Snot 
Rod is a chronically 
Sick, yet very powerful, 
Dodge Charger. Maybe 
he’s related to the Gən- 
erai Lee. 


5 
VERDICT Even if you're a Cars nut, 
there's very little to get excited about on 
the PSP besides the movie clips included 
in this game. 
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JUICED: ELIMINATOR 


FAST BECOMING FURIOUS 
1 PUB. THO oeu. Juice Games 
esee Т msep $39.99 


Illegal street racing and the pimping of rides 
is all but played out as a gaming genre. Not 
only does Juiced: Eliminator have that going 

it, but it's also bas 

us plaved Іг 
ion 2. Remember? 
implosion of Acclaim; it was picked up and 
eleased by THQ ead. 

Surprisingly, though, that's not my 
problem with this game. Ás far as s 
racing titles go, Ji J offi 
experience. The vehicle upgrades ai 
and the amount of tweaking you c 
to things like the ratios and s 
actually great 

And the event interface 
rival crew members to з 
run in p e 
ire from rival groups of rac 
races and pl bets on them 


iginal survived the 


ension із 


fun, toc 


So what's with the lo 

Well, the controls are 
Juiced. Whether you use 
the di 
real control over your c à 
under through even the most gradual 
curves. Using the analog stick makes your 
steering react too quickly, resulting in a lot 
of front-end push or a tiny turn r 
you're running-too slowly. And 
D-pad results in а complete lack of response 
from the steer 

No matter how great the nuts and bolts of 
the game are, when you can't really control 
the thing, it's pretty hard to recommend it, 
Some people will be able to get past the 
interface issues, and they'll love what Juiced 
has to offer. But most of us will give up in 
disgust after an hour or so of struggling with 
the ganked steering setup. 


score 


he analog nub or 
I like you've got 
it skates and 


, you never 


"UEPDICT An excellent game crippled by 


,bad control. 2 
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ВАСЕ DRIVER 2006 
BURNING PORTABLE RUBBER 
I Pus. Codemasters реч. Sumo Digital 


esee Т mser 539.99 
УХ 722 


One major disappointment to get out of the 
way before we continue—why did Codemas- 
ters decide that Race Driver 2006 should be 
based on the now-two-year-old ТОСА Race 
Driver 2 rather than the recently releasec 
TOCA Race Driver 3? The extra tracks, 

cars, and modes found in the third game 
would've been a welcome addition to this 
solid portable racer 

The mind wobbl 

Anvhoo, what we've go 
the best multistyle racing games around, 
shrunk to portable f , If you played ТОСА 
2a couple of years back, you know exactly 
what to expect here; the story mode follows 
the ame plot, and for the most part, 
your racing series options are the same- 
albeit with a few new tracks and cars thrown 
in for good measure 

The translation holds up well on the PSP. 

iphics are well done, and the analog 
nub manages to control the action without 
too many problems. Sumo Digital even suc 
ceeded in getting the large groups of car 
crammed into each race ritical part of 
ТОСА" racing” feel), though 
the trade-off ends up being a slight framer- 
ate hit during some events, and especially 
during replavs 

And the classic ТОСА play style, where 
you run short bursts of two or three races 
in each series, is absolutely perfect for a 
portable system, You don't need to invest a 
lot of time when you want to play a quick 
round, which is great. 

Or at least, it would be—were it not fo 
the relatively gargantuan load times. Race 
Driver 2006 is another example of the PSP's 
desperate need for a good background-load 
ing setup or games on a memorv stick. 

Still, with the slew of driving games hit 
ting Sony's pocket monster lately, Race 
Driver manages to finish near the front of 
the pack. Framerate problems, massive load- 
ing, and a slightly stale feeling keep it from а 
podium appearance, though 


UERDICT А really solid racer that feels 
a tad dated and features way too much 


SA 
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FEELS LIKE А PORT, LOOKS LIKE А 
PORT...MUST ВЕ А PORT 

ірив, Midway ou, Backbone Entertainment 
есен Ë м=рр $39.99 


f'm not sure why Midway calls this game 
NBA Ballers: Rebound instead of NBA 
Ballers: Phenom (which is what the PS2 ve 
sion of the game was called). Maybe to 
help differentiate the game with the lame 
load times and inferior controls from ti 
that's actually fun to play. 

Once the game loads, Rebound's single 
player mode focuses on the sam 
ing rags-to-riches-with-a-twist story from 
the PS2 version. Start out as a nobody, win 
games, acquire stuff, bling yourself out, all 
in the hope of blinging yourself out some 
more. Along the way, get advised by cover 
guy Chauncey Billups and rapper Ludacris, 
and ball at the cribs of the NBA's 

The sweet player models from the cor 
sole look as good on the PSP, and with 
an immensely d ed c -player fe 
ture, you can nearly reproduce you 
be forewarned that you'll be waiting aro 
here well. The | times going fr 
option to option make you ponder scrapping 
the process altogether and just playin 
1-on-1-on-1. The problem is that, while that 
was a great mode on the console, all play on 
the PSP is hampered by the controls. Since 
all the moves were designed for two analog 
sticks—the PSP has one—Rebound leaves 
you doing the same mo over and over, 
even though each star possesses a multitude 
of jukes. On defense, you feel like you're just 
waiting to get the ball b: Trying to block, 
steal, or even get in position for a board 
proves futile. Shouldn't you be able to board 
in a game called Rebound? 

The few new modes exclusive to the 
PSP can't offset the lack of unlockable 
content when compared to the console. 
Multiplayer via ad hoc lets you customize 
games and do NBA Jam players-on-fire kind 
of stuff. | enjoyed the console version, but 
| can't fathom parting with money to own 
Rebound. You'll find better PSP streetbail 
elsewhere. 


‘GOOD Player models look incredibly 

accurate 

SAD Load times make you ponder violence 
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WORLD TOUR SOCCER ‘06 
ARCADES EVERVWHERE SHOULD ВЕ 
LIKE THIS 

1 Pug. Sony CEA peu. SCEE London 

eses Е mser $39.99 


World Tour has plenty of soc to be played, 
but it all corr о 10-minute 
S ut-sim Winning 
on the devel 


le is 


nder on 


e PSP it fi 


start trying 
controls ar 


follow exactly wha 


your players move. 
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“VERDICT Arcade deliciousness is soured 
by the lack of a career mode, but it’s still oh 
so sweet. 


SCORE 


WHERE ӘРЕ 

Ш NEI? 
After Young MC's 
“Bust а Move” peakec 
іп 1989, he gradually 
faded from the public 
eye. However, thi 
year, he showed u 
where all aging mus 
cians eventually do: 
on VHi, as one of the 
contestants on Celeb- 
rity Fit Club 3. 


DUBIOUS WN 
After tying their first 
match in the 2006 FIFA 
МЫ Cay, Tunisia 
заб failed to win nine 
consecutive World 
Cup matches—the 
North African side 
hasn't won a World 


y Cup match since 


beating Mexico 3- 

in 1978. And in thei 
draw versus Saud 
Arabia, they allowed 
the Saudis their first 
open-play score since 
the 1994 World Cup 
Poor Tunisia. 
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BUST-A-MOVE DELUXE 
YOU KNOW WHAT ТО DO, б 

I Pue. Majesco pev. Taito 

eses Е мер $29.99 


"UEBDICT You've seen most of it before, 
but it works well. 
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MASTERS OF HOPEOR: HOVECOMING 


bu JO сей 


Here's an interesting thing: We're three years into our war In Hag, 
and what major Hollywood films do we have to show for it? I'm sit 
ting here racking ту brain and, aside from Fahrenheit 9/11 (which 
was about other things, too), f'm really not coming up with much. 
Hollywood has been notorious for ignoring military conflicts (other. 
than World War ЇЇ) while they were still ongoing, and the current Iraq 
War is no exception. There's such a manifest paucity of films about 
our current war that a cheapie TV flick called Homecoming, made for 
Showtime's Masters of Horror series, is, to date, the angriest, most 
vivid film about the war that's been made. 

The story is told from the point of view of a cynical political opèra- 
tive (John Tenney) who unintentionally unleashes a flood of zombies 
on the world when, during а talk show, he suggests to а grieving 
military mother that if her dead son were to come back he'd support, 
the war. Well, the dead son does come back—as do all the dead sons, 
daughters, husbands, and wives—and what all these zombies want to 
do is not to eat brains but to voté. And how do they vote? Well, I'm 
Sure you can guess. 

This cheapie has top-flight talent attached (director Joe Dante; 
screenwriter Sam Hamm), but because it was made for cable and 
cost about as much as money you can find in your seat cushions, 
it can afford to be what more expensive films apparently cannot: 
genuinely white-hot outraged about the war. Whether or not you 
agree with the film's obvious point of view, what you might want 
to find outrageous is that it's only this film that has a point of view 
about one of the defining events of our time. How sad is it that the 
only film we have that will speak truth to power is a low-budget, 
one-hour zombie flick on Showtime? 
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ATL 


Тір Harris, Evan Ross 


It's another urban coming-of-age Story, this 
time from the perspective of two kids living 
with their uncle in Atlanta. Should you care? 
Sure, because the film's got smarts and heart, 
and isn’t just another chip off the John Single- 
ton block, The characters aren't perfect or per- 
fectly flawed, either; they seem real, and that's 
a harder trick than it sounds. Also, it's the first 
film in living memory tat dowan't mmko a 
roller rink look like the lamest place on earth. 


BASIC INSTINCT 2 
Sharon Stone, David Morrissey | 
The reason to see this film: to see if Sharon 
Stone, theoretically old enough now to be a 
grandmother, is still smokin' hot naked. The: 
answer: sure is. So that's the good news. 
The bad news is that none of the 48-year-old 
people vou will meet in real life will ever look. 
that hot, and that includes you. Deep down, 
you probably knew that. The rest of the film, 
incidentally? A waste of your time. You prob- 
ably knew that, too. 


THE BENCHWARMERS 


Rob Schnaider Jon Hador 


| know people who were excited for this film 
because Jon Heder, aka Napoleon Dvnamite, 
was in it, and thev were hoping far a little 
more “Vote for Pedro" love. Well, see, here's 
the thing: The film also stars Rob Schneider 
and David Spade, either of whom is а whirling 
vortex of film comedv suck in himself—and, 
together in the same film, they're like a fecu- ` 
lent black hole of crapitude. And then there's 
Jon Lovitz. Flee, people! Flee! 
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THE MATADOR 


Pierce Brosnan, Greg Kinnear 


Pierce Brosnan is now in the post-Bond phase. 
of his career, in which we get to see if he ends 
up like Sean Connery or like Roger Moore. 
The good news is that The Matador shows 
that Brosnan isn't interested in playing it safe; 
he plays a gone-to-hell, broken-down assas- 
sin who's like Bond would eventually be if , 
he lived in something like reality. It's a smart. 
funny, vivid performance. Nice to have you 
back in the real world, Pierce. 


‘PINKY AND THE BRAIN 


Maurice LaMarche, Rob Paulsen 


A laboratory mouse that looks and sounds like 
Orson Welles, trying to take over the world 
through the use of overly complex plans—aided 
by his insane chum, whom he beats on a regu- 
lar basis? This show had me at hello. Between 
these guys and the Animaniacs {who also have 
a DVD collection out this month), kids’ TV ani- 
mation was again made safe for adults in the 
mid-'90s—well, for adult geeks, anyway. І can't; 
wait to warp my own kid with these. 


coe 
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k. | FINAL DESTINATION 3 


Mary Elizabeth Winstead, Ryan Мег 


= N 
“Sent І can't say that the Final Destination movies аге: 
my all-time favorite horror flicks—i'm unmoved 
by the plight of idiotic teens who so stupidly 
flout common sense that the direct intervention, 
of death itself in their onscreen demises seems 
hardly needed. But this particular DVD is a hoot 
because it adds a new wrinkle to your viewing’ 
experience: a setting in which you can choose: 
whether characters live or die—a sort of 
Choose Your Own Adventure option in which 
instead of going right or left, someone dies 
in a car accident...or not (alternate, previously 
unseen scenes keep things going). Yes, cineas- 
tes, it trashes the auteur vision, as it were, to 
have home audiences mashing their DVD but- 
tons to fiddle with the plot. But come on: This 
ain't Jules and Jim. And І had fun offing char- 
acters at whim. You probably will, too. 
SCORE 


RELEASE 
5НЕ"5 THE MAN DATES 
Amonda Bynes, Channing Tatum уа. 

This teen comedy is based on Shakespeare's The Matador 
Twelfth Night, which is like saying that a hot duh ___ 


Basic Instinct 2 
Masters of Horror. 


dog is based on sirloin. It's more accurate 
to say the flick is based оп 70 Things / Hate. 


About You, which is a film that really was a Homecoming 
successful transfer of Shakespeare to a high- Tristam Shandy: 
school milieu—but then we're back to whole А Cock and Bull Story 
hot dog comparison thing. Look, the fact that July 18. ` 
f'm even mentioning this flick should signal to- АП 
you how bereft of good DVDs this month is. She's the Mar 

у —— 


c Е Тһе Benchwarmers 
Final Destination 3 
Pinky and the Вашу 


Volume 1 


TRISTAM SHANDY: А COCK 
AND BULL STORY 


Steve Cosgan, Gillian Anderson 


This movie is ostensibly based on a somewhat 
surreal 18th-century novel neither you nor 
probably anyone you know has read. It's not 
really that important to the movie, which is 


' one of those “movie about a movie” movies, 


in which the actors play themselves playing 
themselves playing their roles and whatnot. 
Yes, it's actually quite funny, and you'll feel 
awfully literate having watched it. 


== 


Want to hear what our editors аге ехсііеа 
about before your next issue arrives? 


Tune in to 1UP Radio where the editors of 1UP, Electronic 
Gaming Monthly, Computer Gaming World, and the Official 
U.S. PlayStation Magazine sound off on various topics each 
week. Each episode is filled with juicy tidbits and behind- 
the-scenes info that we couldn't fit in the pages of this 
magazine. 


Log on to http://podcasts.1up.com/ 
and choose your poison: 

1UP Yours 

EGM Live 

CGW Radio 

RadiOPM 


* Warning: These podcasts are pretty addictive. You should probably subscribe and download _ 
our podcasts to your MP3 player - then you can take us on the road with you! 
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b. k. Vou do NOT E to peris games. 
5. 
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К you've got 72 hoursand-a Videogame rental place handy, 
We've got the essential tist for you. 


ач? GREA ST HIT 
The PlayStation’s biggest sellers, at only $20 аріесе! 


To rent or to buy? 
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A | REPLAY FEATLICE 


DEAMATIS 
ВЕ АЎ МАЕ 


The Final Fantasy series has а long and storied his: 
tory—but far too often, the importance of the minds 
behind the games is overlooked. It's all well and good 
to mull the impact of FFIVs active-time battle system or 
the immensity of FFVIfs anime-inspired plot, but equally 
significant is the ever-changing lineup of developers 
‘and designers responsible for Final Fantasy's mercurial 
changes. We've traced the series’ family tree, and here 
we present the men who have transformed a humble 8- 
bit RPG into an all-encompassing global (гапе 


End boss Chaos from 
the original Final Ғап- 
tasy faces off against 
the party, ss illustrato 
by legendary FF artist 
Yoshitaka Amano. 
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THE OLD SCHOOL 


HIZONORU SAKAGLICĦI 
The Creator 


Without Hironobu Sakaguchi, there woulc 
be no Final Fantasv. 

In 1987, Sakaguchi was a hardworking 
designer at Square, one of countless devel 
opers trving to carve a niche for itself on 
Nintendo's insanely popular Famicom (bet 
ter known as the NES in America). Square's 
output to that point had been largely 
unremarkable. The company was primarily 
known for simple games of questionable 
merit: King’s Knight (a top-down shooter 
with a medieval theme and half-baked 
RPG elements) and Арріе Town Story (а 
poor knockoff of Little Computer People, a 
groundbreaking Commodore 64 title) 

It wasn't until the release of Final Fantasy 
that Square began to grow into the power- 
house it is today. While inspired somewhat 
by then-competitor Enix’s groundbreaking 
Dragon Quest, Sakaguchi’s RPG also had a 
great deal in common with pen-and-paper 
role-playing games such as Dungeons & 
Dragons—players controlled a party of war: 
riors drawn from six character classes, and 
many of the enemies were seemingly taken 
straight from TSR's Monstrous Compen- 
dium. But thanks to solid gameplay, slick 
graphics, and strong support from Nintendo, 
FF was a smash hit the world over. 

Its success was hardly a given, though. 
in a 1999 interview with NextGen magazine, 
Sakaguchi confessed that the game's title 
was actually pessimistic: Poor sales had put 
Square іп a bind, and if the new RPG didn't 
do well, the company would be out of busi- 
ness. It was, literally, Square's final fantasy. 

Of course, it was a dazzling success, pav- 
ing the way for many superb sequels...and 
endless wags who think it's clever to remark 
on the irony of having a twelfth "final" fan- 
tasy! (In other words, a bittersweet victory.) 

While Sakaguchi was involved with FF 
games up through ҒҒХ-2, his role became 
increasingly managerial over time. He did, 
however, take an active hand in the creation 
of the determinedly old-school FFIX, ensur- 
ing that personal favorites like original FF 
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villain Garland were given meaty parts. 

Unfortunately, shortly after the release 
of FFIX, Square launched its first full-length 
motion picture: the Sakaguchi-directed Final 
Fantasy: The Spirits Within. Fans hated it 
for having nothing whatsoever to do with. 
the games; critics hated it for not being а 
very interesting movie. The film's shocking 
failure—it earned nearly $124 million less 
than it cost to produce—meant it really was 
Square's "final" fantasy; the financial dam- 
age likely paved the way for longtime com 
petitor Enix to initiate a merger. 

Sakaguchi was demoted by way of 
eprimand and soon left the company to 
found his own development and planning 
studio, Mistwalker. In an oddly circular bit 
of history, Mistwalker's upcoming Xbox 360 
RPGs are Microsoft's Final Fantasys, іп a 
sense—the American giant is banking on 
Blue Dragon and Lost Odyssey to shore up 
flagġing Japanese interest in the console 
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NOBUD LIES | 
The Bard 


Composer Nobuo Uematsu has likely done 
more to win the hearts of Final Fantasy fans 
than any of his peers. His majestic themes 
and character-driven leitmotivs have been 

a calling card of the series since its begin 
ning, and his soundtrack collections have 
sold millions of copies. More importantly, 
Uematsu's music has made each game's 
dramatic events all the more memorable, 

Uematsu's compositions have always 
been known for their intricacy. His early work 
n the 8-bit era was unusually sophisticated 
for the time, and several pieces featured in 
the original FF—including the “Prelude” and 
"Crystal Theme'—have appeared in practi- 
cally every sequel in some form or another. 

With the shift to 16-bit technology, 
Uematsu's music went from good to great; 
his work for FFIV through FFVI is widely 
regarded as some of the finest ever in a 
videogame. The complexity afforded by 
the Super NES' Sony sound chip allowed 
Uematsu to blend driving rock with clas- 
sical themes, resulting in startling innova 
tions like FFV/'s opera. 

Uematsu's range expanded even furthe 
when the series shifted to the PlayStation, 
although many fans criticized his choice 
of instruments—particularly Іп the FFVII 
score, which many felt sounded overly flat 
and synthesized. Nevertheless, even the 
harshest critics were impressed with the 
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game's operatic final-battle theme (“Опе- 
Winged Angel”), and the more naturalistic 
sound of FFVIIfs score won back manv 
fans with its mellow acoustic sounds (and 
some funky licks from his new favorite toy, 
a Fender Telecaster). 

After splitting the writing duties on FFX 
with Masashi Hamauzu and Junya Nakano, 
Jematsu left Square to go freelance. While 
he hasn't severed his ties to Square Enix, 
Uematsu is no longer the only person shap- 
ng the Final Fantasy soundscape. 
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Prolific artist Yoshitaka Amano has exerted 
а tremendous influence over the look and 
feel of the Final Fantasy series; his epic 
paintings inspired by the original game lent 
drama that 8-bit graphics simply couldn't 
convey. However, his ornate and often 
grotesque monster designs translated admi 

ably into pixel art, adding a touch of grace 

“to the game's otherwise simplistic visu- 
als. While the final in-game sprites rarely 
esembled his delicate character designs, 
his visual sense was nevertheless vital in 
shaping the first six FFs. 

Amano's influence lessened during the 
32-bit era, and was limited primarily to 
watercolor renditions of other people's char 
acters (many of which are poorly regarded 
by fans for their rushed appearance). Still, 
Amano's presence remains consistent іп 
one regard: He has painted the logo for 
every FF game to date, including all three 
chapters of FFXIII. 


a GERELEI 
е Engineer 


ranian programmer Nasir Gebelli was 
something of a legend in the PC scene 
when he was recruited by Square to help 
make their early Famicom software, and 
he quickly earned his keep with early tech- 
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nological masterpieces Rad Racer апа 3-D 
WorldRunner. His prowess was invaluable. 
during the development of the original Final 
Fantasy, although he's probably best known 
for his work on Final Fantasy spin-off Secret. 
of Мапа (since his name appears on the 

itle screen) 


HIGOIMICHI тамака 
The Old-Schooler 


Of all the designers currentiv involved in the 
nuts and bolts of the FF series, Hiromichi 
Tanaka has been around the longest. Sure, 
Kawazu has him beat by a game (Tanaka 
joined for 1988's РЕ), but while Kawazu 
tends to work in a more supervisory capac 
ity these days, Tanaka remains in the thick 
of things. ` 
As one of the guiding minds behind FFXI, 
Tanaka has had the unenviable task of keep- 
ng the series competitive in the crowded 
MMO space. Currently, he is producing the: 
long-awaited DS remake of РЕЙ, ensuring 
its new-school technology doesn’t compro- 
тізе the fidelity of its classic gameplay. 


THE NEW SCHOOL 


TETSUYA NOMURA 
The Designer 


Tetsuya Nomura has been with the FF 
series longer than just about anyone else 
nvolved in the Fabula Nova Crystallis proj- 
ect—his first Final Fantasy title was 1991's 
FFIV for the Super NES. Іп that sense, it. 
might seem perfectly natural that he would 
be the one to hold the reins to Final Fanta- 
sys future...until you consider the fact that 
he originally became involved in the games: 
as a graphic designer. 

How does one go from being a lowly 
sprite artist to being the guiding mind 
behind what is arguably gaming's biggest 
franchise? Nomura credits his success to 


being able to create characters that are 
derived from the same world but which 
are able to retain concepts and elements, 
that are uniquely their own." In short, the. 
answer seems quite simple: keep it real. 
and deliver what the fans want. 

Nomura's big break came when he was 
tapped to create the character designs for 
Final Fantasy VII. His anime-like characters, 
with their over-the-top hairstyles and color- 
ful costumes, were a bold departure from 
Yoshitaka Amano's wispy artwork, which: 
until then had been the guiding vision for 
the series. The true significance of Nomu: 
ra's designs lay in their pragmatism: his 
angular style could easily be translated intc 
the PlayStation's 3D graphics. 

In short order, Nomura became the 
designer for most of Square's high-profile 
games, including Parasite Eve, The Bouncer 
and FFVIII and X. The Disney crossover 
Kingdom Hearts marked his debut as a 
director. Despite widespread criticism of the. 
game's flaws—most notably its awkward 
camera and repetitive action—it was а mas: 
sive sales success. Nomura also helmed 
FFVII's motion-picture sequel Advent Chil- 
dren—its success further cemented his 
reputation for delivering what fans want. 

Nomura's work is not without its detrac 
tors, particularly older FF fans who dislike 
the more commercial bent and garish fash: 
ions of recent sequels. Ultimately, though, 
he feels the best approach to design is to 
focus on the needs of each project. "In gen 
eral, | design my characters based on the 
setting of the game, but the key is to find 
the right balance of the team's request and 
my design taste," he says. The continuing. 
popularity of his creations makes him a 
natural choice to head up the Fabula Novà 
Crystallis project. Ç 


Although Yoshinori Kitase began in the 
humble role of planner (Final Fantasy 
Adventure and FFV), he demonstrated his 
true talent for storytelling as codirector of 


fan-favorites FFVI апа Chrono Trigger. Не 
served as the sole director of the next two 
chapters, which were even more successful, 
and has since assumed the role of series 
producer. His games are notable for their 
emphasis on plot and character develop- 
тепі, and he often incorporates shocking 
story twists that reveal unexpected facets of 
he hero's life; for example, such surprising 
tidbits include Squall's (FFVII) discovering 
that his neglectful dad was President of the 
World, and Tidus' (FFX) learning that he was 
raised by a pack of wild hair-care products. 


мотоамци ТОКА 
The Ladies' Man 


Manv FF fans were surprised bv the 
announcement that FFXIIfs directorial 
duties would be handled Бу Motomu Tori 
yama, a relative unknown for the series. 
But, given what we know of FFXIII, his 
involvement should perhaps be of little sur- 
prise. As the event planner for several previ- 
ous games—that is, the person responsible. 
for coordinating all the cool story-related 
happenings that make each FF so memo- 
rable—his flair for the dramatic seems 

a perfect fit for FFXIIfs rather cinematic 
approach to the most mundane elements, 
such as combat. 

And since he made his debut as director 
with the girl-powered FFX-2, it shouldn't 
come as a surprise that all we really know 
about FFXIIfs story is that it has something 
to do with a sexy lady with a propensity for 
serious ass-kicking. 


w a = 
‘She Writer 


Scenario writer Kazushige Nojima is con 
sidered by some to be the most underap- 
preciated man in the Final Fantasy business. 
While his name is rarely mentioned in most 
discussions of the series, it's his writing 

that has guided the all-important plotlines 


of nearly every chapter since FFVII. Most 
recently, he joined the FFXII team to help 
ensure a smooth release despite the game's 
rocky development history. ? 


хамі МАТЫ 
The Genius 


Yasumi Matsuno's involvement with the 

FF series has been fairly minimal, yet he 
commands a loyal fan base that reveres his 
unique design sensibilities, love of intricate 
plots, and mature storytelling. While his 
first foray into the Final Fantasy universe 
left some disappointed (thanks largely to 
the unconventional gameplay and wretched 
English translation of FF Tactics), his follow- 
up, Vagrant Story, is regarded as one of the 
finest PS1 adventures ever created. 

Vagrant Story's success and sophistica- 
tion likely made Matsuno a shoo-in as 
director of FFXII, which takes the series' 
narrative and gameplay in bold new direc 
tions. Unfortunately, health issues pre- 
vented Matsuno from seeing his creation 
to its conclusion; he left the project some 
time after E3 2004. The strange circum- 
stances of his departure have given rise 
to all manner of speculation, but Square 
Enix will only say that he is currently on an 
indefinite leave. Happily, FFXII appears to 
have turned out marvelously, but Matsuno 
fans continue to hope that he'll return to 
gaming soon 


акінко YOSHIDA 
The Illustrator 


Akihiko Yoshida's artwork seems to go 
hand-in-hand with Matsuno's games: the 
two first collaborated on Quest's Ogre Battle 
and Tactics Ogre. When Quest was snatched 
up by Square, they continued to work 
together on hits like Final Fantasy Tactics. 
Versatilitv is a hallmark of Yoshida's work, 
which ranges from the cartoonish midgets of 
the Tactics games to the baroque catacombs 


of Vagrant Story. FFXII is easily his most , 
mpressive work to date; his unique design 
sensibilities have resulted in a gorgeous: 
medieval world packed with detail. 

In Matsuno's absence, Yoshida's talents 
have been put.to use in other projects, 
ncluding heading up a complete visual 
overhaul of Famicom classic Final Fantasy 
Ill for DS 


антты KANAZLU 
Тһе Innovator 


Akitoshi Kawazu із а controversial name 
among RPG fanatics, thanks to his persis- 
tent habit of creating iconoclastic game sys: 
tems that defy gamer expectations. While 
frequently breathtaking in their innovations, 
Kawazu's games are often accused of feel- 
ing unpolished, 

Kawazu first made his mark as the 
designer of Final Fantasy Il and is largely 
credited (or blamed) for the game's radi- 
cal departures from its predecessor. Most 
strikingly, he completely overhauled the 
character experience system; rather than. 
the traditional shared-experience style. 
common to most RPGs, FFI utilized a 
highly specific format that granted charac- 
ters bonuses only for the categories they 
utilized. For instance, a warrior who used 
only knives would become highly profi- 
cient with them—but would be grossly 
underpowered with all other forms of 
weapons. While logical, this structure led 
to immense tedium as players were often 
forced to train their characters in certain 
skills before being able to advance through 
certain sections of the game. 

While Square ultimately chose to 
incorporate more traditional systems in 
subsequent FF titles, Kawazu's ideas found 
a home in the SaGa games (which were 
initially brought to America under the name 
Final Fantasy Legend). He made his return 
to the series as the creator of the Game- 
Cube-exclusive Crystal Chronicles, and has: 
more recently taken the lead spot in the 
FFXII team following Yasumi Matsuno's 
abrupt departure, | 
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The Іопа and glorious road traveled 
by the PlayStation brand has been 
ровка ру its fair share of роі- 

oles. Here for your education are 20 
games that you must, by all means, 
never, ever play. Ignore this advice at 
your own peril. 


DF e 
Catwoman, both the game and the movie, existed 


solely to show off the fabulous body of Halle Berry. 


AS WE рек | 
THe WORST PLA ETA Fiona 
Caes бек, MADE 
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And who could argue with such a premise? Unfor- 
tunately, everything else about this game етапаіез 
comical stink lines. It's a train wreck of stupid con- 
tro! and stupider enemies. Even Berry's feline grace 
couldn't overcome this level of lameness. 


n 
сәм score з 

Cynical cartoon creator: l've got a great idea. What 

if we made a show about robotic dinosaurs that turn 
into cars? It's the male, ages 6-12 triple threat! Cyni- 
cal game developer: Perfect. We could just tack a 
сгарру racing game onto a сгарру action game and 
call it a day.... 


Most games on this list are victims of neglect, half- 
thought-out concepts, and cheapo execution. Driven's 
brand of stupid, however, required effort. Witness the 
cinematic camera angle shifts that, while exciting, 
completely rob you of your ability to drive. Marvel 

at the insane blurring effects that, while conveying a 
sense of intense speed, blind you. Like many new col- 
lege grads, Driven is an ambitious failure. 


OPM SCOE 1 


Fugitive Hunter is proof positive that the terrorists 


аге winning. А bottom-feeding cash-in оп розі-9/11 
mania, Hunter is the only game that lets you beat up 
Osama bin Laden in a fistfight. Yes, that's right. And 
in between such (sloppy, repetitive) fistfights, you 
get to mow down hundreds of generic beturbaned 
racial stereotypes. FDA stamp: “Not fit for human 
consumption.” 
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Finally, а videogame that makes frat boys drink 

beer. With any luck, a game that makes fat kids eat 
cheeseburgers can't be far behind. The Guy Game is 

а drinking game іп a quiz-show format. Except vou're 
guessing what drunk girls will pick as the answer. The 
ultimate prize for winning? You get to see some boobs. 
This is the greatest breakthrough in gaming history. 
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Leave it to Todd McFarlane—the man who made 
leather bondage gear safe for kids—to suck everv 
ounce of character and life from a game. Evil Prophecv 
is bevond generic, an invitation to repetitive-stress 
injurv (X,X,X,O,O,O) wrapped in a blanket of bland art. 
“Іі МАНС 


МАЯС actually manages to таке drugs seem uncool. 
Wow. Walking around а city full of escaped extras 
from an after-school special, you have two choices: 
Play another stupid mission in which you arrest 
someone with a series of golf-swing-meter button 
presses, or get high on drugs that double as useless 
power-ups. A life-threatening crack habit would be 
more fun. 


ЕЗ Teenage Mutant Ninja Turtles 2: Batlle wey 
OPM Score 1 A 
Копаті resurrected these tov commercial heroes of 
the '80s, oniv to defile our childhood memories with 
a total of three mindless, button-mashing calamities. 
Bucking the usual progression, the second game actu- 
aliv sucked worse than the first, which is actuallv its 
greatest accomplishment. 


Es 


As with any product containing the word "xtreme," 
SXtreme actually sucks the adrenaline out of your 
body. Nothing says hardcore skateboarding like hitting 


downhill slalom gates in a candy-colored world of art 
gone horribly wrong. Terminate with xtreme prejudice. 
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That people were paid to make this game is one of 
the great injustices of the universe. Armorines is an 
assault on all that gamers hold dear, a horribly ugly, 
unending world of nothing...nothing but annoying 
clusters of cockroaches to shoot. It’s really more of a 
living-in-the-projects simulator. 


21 Batman Beyond: Return of the wan A 


OPM Score 5 
A general rule of thumb: Batman + videogame = cata- 
strophic failure. Sure, there are a few exceptions, but 
Return of the Joker destroys them. To play this game 
is to give up on life, to turn yourself over to boredom, 
frustration, and impending death. Here's a sample: 
Kick a telephone pole real hard. Then do it again 1,000 
times, until your shins are mangled, bloody stumps. 
You win. 


ern emen 


The Fifth Element is a classic case of a movie license 
run amok. Developer 1: How can we turn a colorful, 
action-packed movie into a videogame? Developer 2: 
By creating a dull, empty world of muted gray sludge 
and giving the player a tiny selection of ridiculous- 
looking kung-fu moves. Dev 1: Hooray! 
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What reward could possibly motivate a man to drive a 
car across 1,000 miles of boring Nowhere, U.S.A.? The 
promise of a grainy five-second video clip of a Hooters 
girl (big hair, cleavage, orange shorts, etc.) welcoming 
you to the chain's newest location. Bonus: The graphics 
look like a 10th-generation photocopy. 


ани Lost World: Jurassic Park Ж 


If aliens descended onto planet Earth and somehow 
found a copy of this game, they would just blow the 
whole place up. You get to be the T-Rex! Well, only 
after you spend half the game as some helpless little 
nobody dinosaur who has to run away from anything 
that moves. This world should stay lost. 


15 MTV's Celebrity Deathmatch |Z ZZ, 


Who doesn't want to watch the well-coiffed weirdos 
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we call celebrities bash each others' brains in? If it 
involves a PlayStation controller, do yourself a favor 
and pass. Deathmatch follows the usual path from 
TV hit to videogame s***, a tossed-off fighter for the 
coordinationally challenged. 
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Originally sold to cheapskate gamers at the budget 
price of $9.99, Racing is now worth approximately 
$49.99. As the title implies, Racing is the world's most 
generic racer. Colored boxes (cars) make their way 
around boring tracks at Sunday-driver speed. Your 
mom saw you play this game and cried. She raised 

a faiture. 
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Navigate ап endless labyrinth of indistinguishable 
dungeon hallways! Hold back the urge to vomit as 

а gray-brown, superpixelated videogame purgatory 
strobes across the screen! Shadow Tower combines 
the tension of a lame haunted house and a mystery on 
par with finding your car keys. 


жа ваш Pene Chef's Luv Shack Gf 


The funniest joke in this South Park party game 

is that some people, way back in the day, actually 
bought it. Join the cartoon’s cast for a few rounds 
of repetitive trivia and low-budget minigames that 
make Internet advergames (punch George W. Bush!) 
seem deep. 
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The Spec Ops series produced Happy Meal-toy ver- 
sions of the fancy squad-based style shooters that PC 
gamers enjoyed at the turn of the gaming century. 
Тоо bad your band of brothers didn't have enough IQ 
points between them to pull a trigger. Not that you 
could tell in the mud-colored ugly sauce the games 
slathered themselves in. The production of Spec Ops 
discs was a crime against nature. Please recycle them. 


MÀ ИИИ 


Through the magic of gaming, Street Racquetball 
transforms full-bodied racquetball players into peg- 
legged visual abstractions. Perhaps it's for the best. 
The beastly visuals probably kept a number of people 
from attempting to play this unplayable mutant 
Pong—and that's a good thing. 


KI 


It's summer, апа you know what that means. 
School's out. Or maybe you've got reduced hours 
at work. Either way, you've got a lot of free time. 
But one weekend, nobody's around. Mom and 
Dad are on their second honeymoon, packed like 
sardines on a tiny public beach with 20,000 other 
tourists. Your girlfriend's visiting Grandma on the 
old family farm in Ohio. There's nothing good on 
TV until September. 

Faced with a blank stretch of three empty days, 


you realize this would be a perfect time to rent a 
few of those games you've always meant to try 
but never wanted to drop the cash on. Games that 
don't offer lengthy playtime, but pack a whole 

lot of goodness for the few hours you'll spend 

on them. You can finish all 10 of these games in 
under 48 hours, which leaves a luxurious eight 
hours per day for sleeping. Bathing is optional, 
but if you want time for that, too, try some of our 
minutes-shaving cheat codes. ! Chris Kohler 


Peter gackson’s King Kong 


Figures that a game based on a long-ass movie 
would be hella short. Don't be fooled by the name 
at the beginning of the title; this breathtaking FPS is 
really Rayman creator Michel Ancel’s baby. Breaking 
the trend of crappy movie-to-game conversions, King 
Kong immerses you into a detailed and freaky-scary 
representation of Skull Island, where run-and-gun 
takes a backseat to survival and strategy. The third- 
person Kong segments are pretty weak, but there 
aren't many of ‘em. 

#Z<TIME-SAVER: At the main menu, press Down, 
Circle, Up, Square, Down, Down, Up, Up while 
holding L1 and R1. In the Cheat menu that appears, 
type 8wonder for invincibility and GrosBras for one- 
hit kills. 


Evil Dead eegeneration 


All games based on cult-hit horror films suck—except 
this one. Slice up zombies to your heart's content 

as chainsaw-armed Ash while the inimitable Bruce 
Campbell slings his signature one-liners. Even better, 
kicking a dead midget named Sam is a key gameplay 
mechanic: Boot him up onto a giant Deadite and he'll 
scratch out its eyes, if it has any. What could be finer? 
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Neo cantra 
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Usually, when Konami changes up the tried-and- 
true Contra formula, it's a disaster (see Contra: 
Legacy of War). But the top-down-perspective Neo 
Contra retains all the blink-and-you're-dog-meat 
intensity of the original side-scrollers. Neo's not an 
easy game—get tagged by a bullet just once, and 
vou're toast—but the continue system is fair. And if 
a buddy stops by to raid your fridge, he can jump in 
on the two-player mode. 

VZ«TIME-SAVER: Of course, it's a variation on the old 
Konami Code. At the title screen, hit Up, Up, Down, 
Down, L1, R1, L2, R2, L3, R3 for 19 extra lives. 
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Loved Shadow of the Colossus? Then find out where 
it all began with /со. Your mission is to keep a young 
girl named Yorda safe in a vast castle full of shadowy 
creatures. Combat takes a back seat, though, to some 
tricky environment-based puzzle solving. The expres- 
sive character animations are unparalleled even 
today. Don't be surprised if you find yourself emo- 
tionally bonded with Ico and Yorda. Pity it's more of a 
summer fling than a lifelong love affair. 
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EA introduced this original FPS to the world as 
“дип porn," and firearms enthusiasts will find Blacks 
array of realistic weaponry quite...arousing. The 
game's atmosphere is one of the most intense ever; 
right off the bat, you'll feel as if you're smack in the 
middle of an all-out war, with buildings crumbling 
around you and nothing but a massive weapon 
between you and death. Good times. 
WZ«TIME-SAVER: If you want the überpowerful BFG 
tight at the game's onset, enter FG6S-WFZG-7MDP- 
PZGT as your profile name. 


Beyond Good я eyil 


Man, Michel Ancel makes some short games. This 

is the game that caught Peter Jackson's eye in the 
first place, and you'll understand why within the first 
few minutes: The dramatic, cinematic storytelling 
will hook you right from the start. The Ze/da-inspired 
action mechanics and photography minigame make 
exploring BG&E's dystopian world а joy...just be 
prepared for a cliff-hanger ending that likely won't be 
resolved with a sequel anytime soon. 


Tecmo's resurrection of its classic arcade franchise 


мах Payne 


ugar: The Legendary adventure 


far outclasses the original, even if it’s a little rough 
around the edges (it's vintage 2002, after all). We 


wonder how much inspiration God of War took from 


Rygar—from lengthy, swinging destructive weaponry 

to dramatic in-game camera angles. But one major 

area of difference is that Rygar himself is far more 

metrosexual than Kratos. 

VZ«TIME-SAVER: Things getting too rough? То 
unlock the game's Easy mode, all you have to do is 
die three times in the Norrnal game. 


Genii 


Want to reenact some famous battles that actually took 
place in ancient Japan? Then take a look at this beauti- 
ful action game from the creator of Street Fighter. Genji 
controls the camera for you, зо you can concentrate 

on slashing enemies and taking in the beauty of the 
environments. Sadly, the game ends before you get to 
attack the giant enemy crab for massive damage. You'll 
have to wait for the PS3 sequel to do that. 


Of all the games on this list, Max Payne's visuals 
have probably held up the worst. The titular character 
looks more constipated than angry, and everything 
from the people to the cars is made up of chunky, 
angular blocks. But the cinematic presentation is 
impeccable—the story's told like a graphic novel 
alternating with real-time events smack in the middle 
of gameplay. But even if you find yourself anxious for 
more when you're done, you might want to skip the 
unimpressive sequel. 

XZ«TIME-SAVER: Press Start to pause the game, 

then press L1, L1, L2, L2, R1, R1, R2, R2, Triangle, 
Circle, X, Square to make Max invincible. 


Bez 


We list Tetsuva Mizuguchi's defining classic last. This 
is not only because the synaesthetic light-and-sound 
extravaganza of a shooter is the ultimate short-but- 
hot game, but also because it is best enjoyed with 
your personal mind-altering substance of choice, 
whether that be caffeine or Splenda or both at once. 
We're not here to judge. Turn the lights off, crank the 
recliner back all the way, and get sucked into the col- 
orful, musical world of Rez. Bullets fire and enemies 
explode, all to the beat of the music. І 
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GREATEST HITS IPSsl-DEBLOAND 


Want to get more game for less? Check out the full roster of $19.99 Greatest Hits games for 


the PSP and PS2, and then give some of them a w! 


on the demo disc. 


Freeksty e 
The Getaway 


Harry Potter and the Chamber of S. 
Harry Potter and the Prisoner af Azkaban 
Harry Potter Quidd tch World Cup 
Hitman 2 Silent Assassin 

Hot Shots Golf 3 

[Ноў Shots Golf Fare! 

Тһе Ник 

Тһе Incredibles 

Јак 3 


Іле Уна аа 
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James Bond 007 іп, Agent Under Fire 
James Bond 007 Everything or Nothing 
James Bond 007 NightF re 

Kilzone 

Kingdom Hearts 

Lego Star Wars 

Тһе Lord of the R паз The Two Towers 
|Lownder 


Manhunt 

[Мах Payne 

Maximo Ghosts to G ory 
хатаў. 


Meda of Honor R sng Sun 
Meda of Honor European Assauit 
Metal Gear Solid 2 Sons of Liberty 
Mideight С.Б 

Mino Cib DUB Ed ton 
Winer o E 
Mortal Kombat Deadly All ance 


MVP Baseball 2005 
MX Unleashed 
MX vs АТУ Uniesshed 


PSP 
Ape Escape, On the .oose _ 3 93 
ATV Offroad Fury. Blazin’ Trails 3 94 
Hot Shots Golf Open Tee 4 95 
Туу sted Meta. Head-On 4 өз 
Wipeout Pure 4 93 
ая 
Асе Combat 04 Shattered Skies 45 5 
Ace Combat 5 The Unsung War 4 87 
(АТУ Offroad Fury 4 42 
АТУ Offroad Fury 2 4 84 
АТУ Offroad Fury 3 4 88 
Baldur's Gate Derk Aliance 45 52 
Brothers in Arms Road to Hil 30 3 92 
= w W. 
(Ċabela s Big Game Hunter 25 87 
Cabe a s Dangerous Hunts 25 76 
Сай of Duty: Finest Hour 4 89 
Champ ons of Norrath Rea ms of Еуегіиезі 45 7 
Conflict. Desert Storm 157 63 
(Crash Bandicoot The Wrath of Cortex $5 51 
Crash Nitro Kart - 3 35 76 
Crazy Tax 4 46 
Dark Cloud 45 — 46 
Dave Mira Freestyle BMX 2 35 50 
Dead to Rights 3 65 
[Def vam Vendetta 4 67 
бе! «ат Fight tor NY 346 86 
Destroy Al Humans, 3 95 
П 
Devi Мау Cry 2 
Devii May Cry З Dante's Awakening 45 ЕЙ 
Dragon Ball 2 Budokai 38 65 
(Oragon Ball 2 Budokai 2 26 76 
Dragon Bal Z Budokai 3 4 88 
Dynasty Warroors 4 45 — 88 
Enter the Matrix 5 71 
Fight Night 2004 4 60 
Font N ant Ro«nd 2 45 9! 
ПЕ heen A E Г e 
F nd na Nemo 3 


Namco Museum 5 ЫЗ 
Namco Museum 50th Anniversary Arcade Collection 98 
NASCAR Thunder 2003 45 82 
[ 7 — eo | | 
NBA Ballers 4 80 
—————— mM 

MBA ӘВЕ PE н =a 
Need tor Speed Jnde ground 4 76 
Мин} tos шк) Tiot ирип З 7 ама 
NFL 2K2 3 52 
NFL Street 4 78 
On masna. Warlords 4 43 
Pac-Man World 2 45 54 
тте ke ти 


Prince of Persia Warrior Within 


&Cank —— а 
Matonat tt Clank: Gaina Qrin 
Wiohet i Clak p Your Arsenal © 
Red Dead Revotver 400092 
== EC a 
Res gent Evi - Code Veronica X 45 48 
Res dent Evi Outbreak 35 Bi 
Rise to Honor i 18 
Scooby-Doo N ght of 100 Frights 3 58 
Shark Tale 25 7 BB 
Shrek 2 35 88 
Stent Hill 2 45 ` 760 
The Simpsons: Hit & Run 4 72 
The Simpsons Road Rage 3 52 
The Sims 4 65 
The Š ms Bustin’ Out 45 76 
Sy 2 Band of 5 8% 
загса 


Sm.agers Run 


комы (о 
Son c rero 
Sonic Maga Collection 


Spider-Man 
Spider-Man 2 
SpongeBob SquarePants. Battle for Bikini Bottom 45 75 
SpongeBob SquarePants The Movie 
SpyHunter 

Spyro Enter the С 


LI 


Star Ocean Tiv End of Time 
Star Wars Battlefront 

Star Wars: Bounty Hunter 

Star Wars Episode ЇЇ ROTS 
Star Wars Starfignter 

State of Emergency 

Street Hoops 

Stuntmen 

Syphon Filter The Omege Strain 
Tak and the Power of Juju 
Tekken 4 

Tekken 5 

Tekken Tag To.rrament 

Test Drive 

Tom Clancy's Ghost Racon 

Tom Сапсуз Ghost Recon 2 
Tom Clancy's Ghost Recon Jungle Storm 
Tom Clancy's Splinter Cel, 


fiy 


Tomb Raider The Ange o 


True Crime Streets of LA | 


Twisted Metal Black Onine 

TY the Tasmanian Tiger 

Тһе Jroz Sms n the City 
+ = 


World Championship Poker 

WWE SmackDown! Here Comes the Pain 
WWE SmackDown! Shut Your Mouth 
WWE SmackDowal vs. Raw 

WWF Smackdown! Just Br ng It 

Xenosaga Episode l-Der Wille zur Macht 
X-Men -egends 

‘Yu-Gi-Oh! The Duelists of the Roses 
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ONE ENCHANTED EVENING (DUE BACK BY NOON) 


When 
bsolete g 


not 
games 


my works as TUP.com's 
ck с 


ditor charming mascot. 


The fine art of videogame rental lost its appeal for me during the 
PlayStation era. Chalk it up to a number of factors—where 8- and 
16-bit games had grown steadily more expensive over time (90 
bucks for Chrono Trigger?! Bastards!), Sony leveraged the low 
production costs of the CD-ROM format to push prices down. The 
company totally flipped the bird at inflation, which—combined 
with the rising costs of rentals—meant that it was sometimes more 
practical to just buy the stupid games. Especially those bloated 80- 
hour RPGs that demanded repeat rentals. 

Plus, while the CD-ROM format was inexpensive, it was a far cry 
from indestructible. Maybe | lived in a city of dull-witted mouth- 
breathers who thought “proper CD care” meant “scrubbing vigor- 
ously with a Brillo Pad,” but half of the PS1 games | rented looked 
like someone had taken them off-roading. Using the CDs for tires. 

І asked the manager at Blockbuster once if he’d ever considered 
printing a label on his games stressing the fact that CD-ROMs are 
not to be used as chew toys. He didn’t really see the humor in it. 

Oh, yeah. And there was one other disadvantage to renting: It 
made replaying the games a little tricky. While the trend during 
the 32-bit era seemed to be padding game playtime by any means 
possible, the PS1 still played host to a number of games whose 
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developers were happy to let them be short but sweet—perfect 
grist for the rental mill. 

Except...who would only want to play through Klonoa just 
once? What kind of heartless savage didn't want to get both end- 
ings in Metal Gear Solid and unrave! every last juicy tidbit of plot? 
The higher production values and immersive worlds that the 
PlayStation brought to the table meant that even brief B-grade 
games were often charming and entertaining enough to merit a 
second (or third) go: the perennially underappreciated Mega Man 
Legends, for example, or Atius’ wacky tale of royal puppy police in 
flying robot armor, Tail Concerto. 

But rentals still had a place in my life—thev were a great way 
to sample some of the PlayStation’s most truly horrendous soft- 
ware. | mean, there was no way | was ever going to spend full 
price for a copy of Bubsy 3D. But three bucks for a weekend? 
You'd be hard-pressed to find a better deal on so much laughter, 
heartbreak, and pathos. 

Other recommended rentals of horror: 

Tail of the Sun, which isn't actually а bad game. It's just very 
aimless. Very...boring. See what the lack of hype is about! And 
then rest peacefully when Tail puts you to sleep. 

Cosmic Race, which normally sent gamers racing back to the 
store for a refund. 

And you can't miss Punky Skunk, which should be final proof 
that Sony didn't completely hate 2D PlayStation games. Appar- 
ently, the company just hated good 2D games. But Sony was 
totally cool with this sub-Genesis garbage. For a speciat bonus, 
the game's nascent furry fetishism predicted the way the modern 
Internet leaves you wanting to wash your hands after stumbling 
across a deviantART page. 

That's the kind of feeling money can't buy...but it сал rent. | 
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“console war” meant 
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1 a corporate sh 


and/or Sony fanboy 


and/or raving lunatic? 


Send you 


opm@ziffdavis.com. 
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SHADOW OF THE COLOSSUS 

Six-hundred dollars is a lot of money. This goes without saying. It’s a 
lot more than any of us were expecting to have to pay for a PS3, even 
with all those extra bells and whistles shoehorned in. Sure, when you 
adjust the price for inflation, it's not much more than some of the most 
successful game systems of history cost at launch. It still does feel like 
an awful lot of money to pay for a machine that plays games. 

This is news to no one, | understand. 

What | don’t understand is why this news has prompted such an 
outpouring of Sony hate. It's as though Mr. Sony came to the houses of 
thousands of message-board-dwelling fanboys and personally kicked 
each and every one of them in the junk. And so they swarm over the 
Sony colossus, seeking out glowing weak points—real and imaginary— 
and stabbing furiously. 

For example: In a recent article on the tech-centric news site The 
Inquirer, a reporter crowed that the PS3 hardware was "slow and bro- 
ken," citing a slide in a Sony presentation that appeared to indicate that 
the Cell processor reads local memory at a speed orders of magnitude 
slower than it writes to local memory. Which is true. It's also utterly irrel- 
evant: As one developer put it in a follow-up article at Gamesindustrv.biz, 
"You never, ever need to access that memory from the Cell." 

This is the kind of thing I'm talking about. Critics are grasping at 


fanciful straws to try to imply that this time—oh, yeah, baby!—Sony is ў 
totally going down. 

Why? Yes, the system will be expensive. But is it expensive enough 
to justify this kind of visceral, violent reaction? My guess is that it's psy- 
chological, a David-versus-Goliath mentality that makes people want to 
see the powerful brought low. 

Now, I’m not saying that Sony is impervious to failure. It's happened 
before; look, for example, at Nintendo's position in the market today as 
compared to its dominance іп the early '90s. Back then, the terms “vid- 
eogame system” and “Nintendo” were virtually synonymous. And now 
Nintendo is the smallest slice of a very large pie. So yes, it can happen. 
But 1 don't think a high price tag on the next console is sufficient to sig- 
nificantly diminish the kind of dominating market lead the PlayStation 
brand currently enjoys. Temporarily, maybe; I’m sure this holiday sea- 
son will see the race running a lot closer than Sony is used to. But in 
the long run? | just don’t see it happening. In fact, | suspect that some 
real competition might just sweat any complacency out of Sony, mak- 
ing the company fight that much harder for your gaming dollar. After 
all, competition always benefits the consumer. 

| could be wrong. We should know іп а year or two whether the 
PlayStation brand is stronger than the price-aversion reaction. Until 
then, | can guarantee one thing: This will be a very interesting battle. | 
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Our goal is to preserve classic video game magazines so that 
they arejnot lost permanently. 


People interested іп helping out in any prosperis 
please visit 05 at re trom a( 5-1 Г 


No profit isimade from these scans, nor do we offer anythir 
available from the publishers themselves: 


If you come across anyone selling releases from 
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